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l the WORLD'S NUMBER ONE CHOICE FOR GAMING HELP 


TOP WALKTHROUGH GUIDES PLUS 


L 


A - 01 

Bomberman World 

Dragonball Z 

Forsaken 

Jurassic Park: Warpath 

Max Power Racing ( 

Alien Resurrection 

Bug s Life (A) 

Duke Nukem 

Formula 1 '98 

J.Bond: Tom. Never Dies Mortal Kombat: S. Zero 

Alundra 2 

Bust A Move 4 

Disney's Dinosaur 

Formula Karts 

Jonah Lomu Rugby 

Motor Head 

Army Men 3D 

Bond - Tom. Never Dies 

Dukes of Hazzard 

Formula 1 '97 

Jersey Devil 

Muppet Racemania 

A Bug s Life 

Bio Freaks 

D. Nukem: Time to Kill 

Frogger 

Jumping Flash 2 

Megaman Legends 

Anna Kournikova Tennis 

Blasto 

007 Racing 

Fighter’s Impact 

Jumping Flash 

Megaman X4 

Alien Trilogy 

Battle Stations 

Doom 

FIFA'97 

K- 11 

Madden 2000 

Army Men: World War 

Bust A Move 

Dynasty Warriors 

FIFA'96 

Koudelka 

Mech Warrior 2 

Assault Retribution 

Bloody Roar 

Destruction Derby 2 

Final Fantasy 9 

Knockout Kings 2000 

Martian Gothic 

Abes Oddysee 

Bass Landing 

Diablo 

Frogger 2 

K-l Arena Fighters 

Machine Hunter 

Alone in the Dark 2 

Bomberman Fan Racer 

Dead or Alive 

G -07 

Kensei Sacred Fist 

Madden NFL '99 

Alundra 

Battle Arena Toshinden 

D. Nukem:Total M'down Gran Turismo 2 

KKND Krossfire 

Motor Toon Grand Prix 2 

Army Men: Sarge s Her. 

C - 03 

Death Trap Dungeon 

Gran Turismo 

Kula World 

Magic Gath. B. Mage 

Ace Combat 3 

Chase the Express 

Dance, Dance Revol. 

Grand Theft Auto 2 

Kingsfield 

Mr Domino 

Army Men: Air Attack 

Colin McRae Rally 2 

Demolition (Star Wars) 

Galerians 

Knockout Kings'99 

Marvel S.H. vs S. Fighter 

Abes Exoddus 

C & C: Red Alert 

Disruptor 

Grand Theft Auto 

Killer Loop 

Matt Hoffman's Pro BMX 

Action Bass 

Constructor 

D 

GTA London 1969 

Kagero: Deception 2 

N - 14 

Ape Escape 

C & C: Retaliation 

Dracula X 

Grind Session 

Kurushi 

NFS: Porsche Unleashed -r. 

Area 51 

Crash Bandicoot 

Devil Dice 

G-Pol ice 

Kileak: The DNA Imp. 

NFS 4: Road Challenge 

Air Combat 

Command and Conquer 

Dark Forces 

Guardian's Crusade 

Krazy Ivan 

NFS 3: Hot Pursuit 

Azure Dreams 

Civilisation 2 

Demolition Racer 

Gex 

Klonoa 

No Fear Downhill MBK 

Akuji the Heartless 

Crusaders of M. & Magic 

Destrega 

G Darius 

L- 12 

Nascar 2000 

Apocalypse 

Casper 

Darklight Conflict 

Ghost in the Shell 

LMA Manager 

Nightmare Creatures 2 

Atlantis 

Colin McRae Rally 

Destruction Derby 

Gekido 

Lost World-Jurassic Park 

Need For Speed 

Asteroids 

Croc 

Darkstalkers 3 

Gex 3D 

Legacy of Kain: S.Reaver NBA Live'97 

Ace Combat 2 

Cool boarders 4 

Dead Ballzone 

Gex 3: Deep Cov. Gecko Lego Racers 

Nagano Winter Olympic 

All Star Tennis 

Crash Team Racing 

E - 05 

G-Pol ice 2: Weap of Just 

Legends of Legaia 

N Gen Racing 

Assault Rigs 

Champ. Motocross 

Eagle One Harrier Att. 

Goal Storm 

Last Revelation 

NHL 2000 

Arena Fighters (K-l) 

Colony Wars 

ECW Hardcore Revol. 

Guilty Gear 

Loaded 

Ninja 

Auto Destruct 

Courier Crisis 

Euro 2000 

Global Domination 

Lifeforce Tenka 

NBA Live 2000 

Actua Golf 

Coolboarders 3 

Exhumed 

Grid Runner 

Lone Soldier 

Nightmare Creatures 

Actua Ice Hockey 

Crash Bandicoot 3 

Everybody's Golf 2 

H - 08 

Le Mans 24 hrs 

NHL Rock the Rink 

Asterix 

Chronicles of the Sword 

Evil Zone 

Hogs of War 

Libero Grande 

Nuclear Strike 

Adidas Power Soccer 

Castrol Honda SBK 

Everybody's Golf 

Heart Of Darkness 

Legend of Dragoon 

Namco Museum Vol.l 

Armored Core 

Croc 2 

Eliminator 

Hydro Thunder 

Lost Vikings 2 

Namco Museum Vol.2 

Anarchy Ruiz 

Castlevania 

ECW Anarchy Ruiz 

Hercules 

Lucky Luke 

Nanotek Warrior 

Actua Soccer 

Coolboarders 2 

Ehrgeiz 

Hugo 

Lunar Silver Star Story 

NHL'97 

Actua Soccer 2 

Crash Bandicoot 2 

Excalibur 2555 AD 

Hexen 

Lemmings 3D 

NBA Live '99 

Adidas Power Soccer'98 

Coolboarders 

Explosive Racing 

Hard Edge 

Live wire 

NBA Showtime 

Agile Warrior 

Clock Tower Ghost Head 

Exector 

Hardcore Revolution 

M - 13 

No-one Can Stop Mr D 

Actua Soccer 3 

Capcom Generations VI 

Evolution (ISS Pro) 

Hot Shots Golf 

Medal of Honor Under. 

Nascar '99 

B - 02 

Colony Wars Vengeance 

F - 06 

Hello Kitty Cube de Cute Metal Gear Solid 

Newman Haas Racing 

Broken Sword 1 & 2 

Cyber Tiger 

Final Fantasy 8 

Here's Adventure 

Medal of Honor 

N20 

Blade 

Cardinal Syn 

Fear Effect 

Hermie Hopperhead 

MediEvil 2 

NHL'99 

Blaze and Blade 

Crisis Beat 

FIFA 2001 

Hard Boiled 

Men In Black 

NFL Gameday 

Ball Blazer Champions 

Colony Wars: Red Sun 

Final Fantasy 7 

1 - 09 

MediEvil 

NHL Face-Off 91-99 

Brian Lara Cricket 

Crime Killer 

FA P L. F'ball Man. 2000 In Cold Blood 

Mission Impossible 

NCAA Football 2001 

Breath of Fire 3 

Critical Depth 

FIFA 2000 

ISS Pro Evolution 

Monster Rancher 

Nascar 50th Ann. Edition 

Bugs Bunny: Lost in TimeCapcom Generations V2 

FA Premier League Stars Independence Day 

Monkey Hero 

0-15 

Blast Radius 

Contra: Legacy of War 

FI FA’99 

Incredible Hulk 

Mickey's Wild Adventure 007 Racing 

Batman and Robin 

Crime Crackers 

Forty Winks 

Int. Track & Field 

Mortal Kombat: S. Forces Overboard 

Bond - T.W.I.N.E. 

Crash Bash 

Felony 1 1 -79 

Int. Track & Field 2 

Monopoly 

Oddworld 2: Abe's Exod. 

Bubble Bobble 

D - 04 

Fifth Element 

Impact Racing 

Metal Gear Solid: S.Miss Overblood 

Blood Omen: L. of Kain 

Driver 2 

Fighting Force 2 

Int. Superstar Soccer DX 

MTV Snowboarding 

Overblood 2 

Bond - 007 Racing 

Dino Crisis 

Formula 1 2000 

Iron Man in Heavy Metal Micro Maniacs 

ODT 

Bust a Groove 

Dino Crisis 2 

FA Manager 

ISS Deluxe 

Moto Racer 

One 

Bubsy 3D 

Driver 

FI FA 98 

In The Hunt 

Mortal Kombat 3 

Olympic 

Battle Tanx Global Ass. 

Dracula Resurrection 

Future Cop: LAPD 

J - 10 

Moto Racer 2 

P - 16 

Bloody Roar 2 

Discworld Noir 

Final Doom 

James Bond: T.W.I.N.E, 

Mortal Kombat 4 

Parasite Eve 2 

Batman Forever 

Digimon World 

Formula 1 '99 

Jurassic Park. Lost World Monster Trucks 

Player Manager 2000 

B Movie 

D. Mirra Freestyle BMX 

Fisherman's Bait 

Jackie Chan Stuntmaster Myst 

Premier Manager '99 

Blazing Dragons 

Discworld 2 

Fighting Force 

Jade Cocoon 

MTV Sports: Pure Ride 

Premier Manager '98 

Beast Wars Transformers Die Hard Trilogy 2 

Firestorm 

James Bond: 007 Racing MDK 

Pac Man World 

Bust A Move 2 

Die Hard Trilogy 

Formula 1 

Jimmy White s 2 Cueball Micro Machines V3 

Populous the Beginning 
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THE ABOVE LIST IS JUST A SELECTION OF WHAT'S AVAILABLE 


VISIT THE UK'S MOST EXTENSIVE VIDEO GAMES WEBSITE 


COLLECT YOUR FREE WEEKLY E-MAG PLUS 
CHEATS, TIPS, GUIDES & ONLINE SHOP AT 
WWW.CHeATSUNLIMITED.COM 
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Prince Naseem Boxing Resident Evil Soviet Strike Tomb Raider Um Jammer Lammy WWF Wrestlemania 

Pool Shark Resident Evil: Direct. Cut South Park TOCA World Tour. Cars Ultraman & Ultramandy. World Touring Cars 

Porsche Challenge Rage Racer SimCity 2000 Tekken 3 Ultimate Doom Wipeout 2097 

Player Manager Road Rash 3D Star Ocean 2 Time Crisis Ult. Fighting Champ. War Craft 2: Dark Saga 

Phantom Menace Re-Loaded Soul Blade Tarzan V - 22 War Ham.: Dark Omen 

Psychic Force RC Stunt Copter Sled Storm Tenchu: Stealth Assassin Vagrant Story Worms 

Pong Re-Volt Syndicate Wars TOCA Touring Cars 2 Vampire Hunter W. Gretzky's Hockey'98 

Project Overkill Roadsters Street Fighter Alpha 3 Test Drive 6 V-Rally 1 WCW Nitro 

P Lgue F'ball Man.2000 Ridge Racer Sydney 2000 Theme Hospital Vandal Hearts 2 War Games 

Power Move Pro Wrest. Return Fire Space Invaders Tombi 2 V-Rally 2 WCW/NWO Thunder 

Point Blank Roll Cage Street Fighter Ex Plus 2 Transport Tycoon Virus World Cup 98 

Point Blank 2 Roll Cage 2 Supercross 2000 Thrasher: Skate & Dest. Vandal Hearts Wipeout 3 

Pool Hustler Ridge Racer. Revolution Suikoden This is Football V 2000 War Gods 

Player Manager 98 Rise of the Robots 2 Street Fighter Alpha 1 Thrill Kill Victory Boxing 2 World League Soccer 98 

Pitfall 3D Rampage: World Tour S. Fighter Collection 2 TOCA Touring Cars Vigilante 8 WCW vs The World 

Pro Pinball Reboot Street Skater 2 Tekken 2 Vigilante 8: 2nd Offence Wing Over 

Pocket Fighter R-Type Delta Snow Racer 98 Tiger Woods VR Powerboat Racing X - 24 

Puchi Carat Rascal Spice World Tekken VR Baseball 97 X-Files 

Psybadek Ray Tracers Smurfs Tombi Vs X-Men Mutant Academy 

Poy Poy 2 Rogue Trip Street Skater Twisted Metal 4 VMX Racing Xena Warrior Princess 

Premier League Stars S - 19 Star Fighter 3000 Twisted Metal 2: W. Tour V-Tennis X men vs Street Fighter 

Prince Naseem Boxing Smackdown 2 S Wars : Masters of TK Tunnel B1 Victory Boxing Xenogears 

Q - 17 Silent Hill Silhouette Mirage Tai Fu W - 23 X-Com Terror from Deep 

Quake 2 Spyro 3: Year of Dragon Steel Reign Test Drive 5 WWF Smackdown 2 X Games Pro Border 

R - 18 Spiderman Star Wars: Dark Forces Tokyo Highway Battle World Is Not Enough 3 Xtreme 

Resident Evil 3: Nemesis Syphon Filter 2 Star Wars: Rebel Assault Total Drivin' WWF Smackdown X2 

Rainbow Six S. Wars: Phant. Menace Street Fighter The Movie Tempest X3 Worms Armageddon Xevious 3DG 

Resident Evil 2 Star Trek: Invasion Sampras Extreme Tennis Test Drive 4 Wu Tang:Taste the Pain X-Men Children of Atom 

Rayman 2 Special Ops: Stealth Pat. T - 20 Twisted Metal 3 WWF Attitude Z - 26 

Rayman Soul Reaver: Leg of Kain Tomb Raider 5 Test Drive: Off Road 2 WCW Backstage Assault Zeiraam Zone 

Ready 2 Rumble Rnd 2 Syphon Filter The World IsNot Enough Tommi Makinen Rally Warzone 2100 Zero Divide 1 

Ronaldo V Football S. Wars: Jedi Power Batts Tony Hawks Pro Skater 2 The Legend of Dragoon Wild Arms Zero Divide 2 

Resident Evil: Survivor Smackdown Tomb Raider 4 The Mummy WCW Mayhem 

Ridge Racer Type 4 Spyro the Dragon Tomb Raider 3 U - 21 Wing Over 2 

Rampage:Universal Tour Shadowman Tomb Raider 2 Urban Chaos Wipeout 


Rugrats: Search 4 Reptar Spyro 2: Ripto's Rage Tenchu 2 UEFA Striker WWF War Zone 

Rapid Racer South Park Rally Tomorrow Never Dies UEFA Champion League War H.: S. of Horned Rat 

Ready 2 Rumble Boxing Small Soldiers Toy Story 2 Underground (M. of H.) WWF In Your House 

Riven Silent Bomber Theme Park UFO Enemy Unknown Wild 9 

Road Rash S. Fighter Ex Plus Alpha Tony Hawk’s S'boarding Ultraman Fighting Evol. W.Disney M. Racing Tour 





INTERNATIONAL ACCESS:+44 (0)700 5900 020 

TO SAVE TIME DURING YOUR CALL YOU AAAY PRESS 
0TO RESTART SERVICE OR ©TO MOVE BACK A STEP 


Dneamcast. 


PlayStation 


GAME BOY 

COLOR 


HI PlayStation2 1 

All logos are trademarks of their respective companies 


PC 




Before calling Cheats Unlimited, please ensure you have permission from the bill payer. Calls to the under 1 6's number 
will cost no more than £3.00, and will end after 5 minutes. There is no maximum call time for the over 1 6's number. 
Please put comments or queries in writing to Interactive Telcom Ltd, 8 Grants Walk, PI25 5AA, or call our 

Customer Service: 08700 885 656 (BT National Rate Applies) 
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06 Character Breakdown: Zidane 
07 Character Breakdown: Vivi 
08 Character Breakdown: Dagger 
09 Character Breakdown: Steiner 

10 Character Breakdown: Quina 

11 Character Breakdown: Freya 

12 Character Breakdown: Eiko 

13 Character Breakdown: Amarant 

14 Character Breakdown: Sub-Characters 
16 Map Of Gaia 

18 Essential Tips 

19 Introduction 
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DISC 1 - THE LAY OF THE LAND 

20 A Cunning Plan, Such A Big Town 

21 Swindled, Skippy The Mage 

22 Rooftop Jaunt, I Am Not Amused 

23 Where’s The Princess? Leap Of Faith 

24 Escaping From Alexandria, Is She Crazy?, It’s Behind You 

25 The Evil Forest, Trance Nation 

26 Save The Princess, Boss: Plant Brain 

27 Clear Skies Ahead 

28 Boss: Black Waltz I, Sub-Quests Ahoy 

29 Vivi’s Vanishing Act, Boss: Black Waltz II 

30 All Aboard For Lindblum, Boss: Black Waltz III, He’s An Oglop 

31 Time Off 

32 Festival Of The Hunt, And So It Begins... 

33 Race To Burmecia 

34 Boss: Gizamaluke, Border Crossing, A Thorny Reception 

35 Fluffy White Dragons, Boss: Beatrix 


DISC 2 - THE TREE OF SOULS 

36 He’s Back Again, Boss: Black Waltz III - The Return 

37 Treno: The Dark City, Card Tricks 

38 Gargant Express, Boss: Ralvurahva, Up We Go 

39 Bad Omen, Boss: Antiion 
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40 Hanging Around, Odin’s Rage, Boss: Beatrix At Cleyra 

41 Is It Too Late?, Boss: Zorn And Thorn 

42 Boss: Beatrix In The Queen’s Chamber, Going Underground 
Boss: Ralvuimahgo 


43 Ramuh’s Story, Cleaning Up Lindblum 


44 Level-Up, Choco, Entering Fossil Roo, Boss: Lani 

45 Inside Fossil Roo, Forks And Frogs 

46 Pint-Sized Antics, No Owls Here 


47 The Mountain Path, Boss: Hilgigars, Madain Sari 
- Moogle Town 

48 Dinner At Eiko’s, The lifa Tree 

49 Boss: Soulcage, Scarlet Hair, A Voice From The Past 


50 Bahamut Awakens 


DISC 3 THE ASSIMILATION OF GAIA 


51 Queen Garnet Rules! Hip-Hip-Hippaul 

52 The Grand Card Tournament, Let The Games Commence 


53 Alexandria In Flames 


54 Boss: Tantarian, Invincible Speaks 


55 It’s A Frog’s Life, Oooh, Handbags, 

56 On The Path Of Kuja, Search For The Stone 


58 Ribbit, Escape From Kuja’s Palace 


59 Boss: Valia Pira, After Him, Holy Volcanoes, Zidane, 


60 Mount Gulug, Mog In A Trance 


61 Boss: Meltigemini, Hilda’s Plan, Cards Galore 

62 Cards Galore Continued, The Four Mirrors, Boss: Taharka 

63 God-Damned Red-Heads, Break The Seal, 

Boss: Earth Guardian 


64 A Whole New World, A Tale Of Woe 

65 The Road Is Long 


66 Boss: Silver Dragon, Boss: Garland, Boss: Kuja 


68 Settling In, All For One And One For All, Boss 
Nova Dragon, Dreamland 

69 Boss: Maliris, Boss: Tiamat 
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79 

Pop Quiz, Queen Stella 
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80 

It’s A Mog’s Life! 
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81 

Tetra Master Cards 

93 Summons: Eiko 

82 

We’ve Got Them All! 

94 Summons: Dagger 

83 

In A Trance 

96 Enemy Index 


70 Card Spirits, Illusions, Boss: Hades 

71 The Demon Synthesist, Boss: Kraken, Rare Cards, Dark 
Matter, Boss: Lich 

72 Save The Crystal, Boss: Deathguise, Find The Hammer 

73 So Much To Do, Choco-choco 

74 Choco-choco Continued 

75 A Few Last Words, Boss: Kuja Trance 

76 Final Boss: Necron 

77 End Sequence 
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Nickname: Young Scoundrel (Steiner) 

Occupation: Member of the infamous band of thieves, Tantalus 

Pastimes: Chatting up girls, annoying Steiner 

Trance: Dyne 

Seemingly alone in the world, Zidane’s only family is the band of thieves, Tantalus. A head-strong 
character and a born leader, his maturity and morality can’t hide the fact that at the end of the day, he’s 
only 16. Supremely talented with Daggers or a Twin-blade, his Dyne moves and stealing abilities set him 
apart from others. An essential character, whatever the circumstances. 


Zidane Itibal 

















Vhri Omiter 


Nickname: 

Occupation: 

Pastimes: 

Trance: 


Master Vivi (Steiner) 

None, he’s a kid 
Exploring, learning about life 
Double Magic 


HmoaraufRi 
mist? umuutl 


A mysterious Black Mage kid who turns up in Alexandria for no apparent reason. Despite 
being so young, his grandfather’s death has forced him to grow up and look after himself. 
Well-versed in the art of Black Magic, Vivi is the only character who can learn the really 
effective offensive spells. Kuja’s Black Mage factories are ripping Vivi apart as he searches 
for the truth behind his existence. Poor kid! 























Garnet Til 


Nickname: Dagger (everyone) 

Occupation: Heir to the Alexandrian throne 

Pastimes: Worrying insanely, perfecting her commoner’s schpiel 

Trance: Eidolons 

The only heir to the Alexandrian throne, ironically, Garnet has no royal blood. She was adopted as a 
child purely because of her potential as a Summoner. Her stepmother Queen Brahna has waited many 
years for her powers to develop - the time is drawing near. Garnet’s Summoning potential isn’t realised 
for a long time, but when it is... 


smunmu 

Min, BBT I Will 

umumwr 














Nickname: Rusty (Zidane) 

Occupation: Captain of the Pluto Knights 

Pastimes: Protecting Garnet, slagging off ‘commoners’ 

Trance: High Damage Attack 


Steiner takes his role as Captain of the Pluto Knights very seriously - a bit too 
seriously. He watches the Princess’s every step like a worrying mother, 
although he soon mellows out when he realises what she is capable of. Being 
a knight, he is a dab hand with his sword. He can also join forces with Vivi to 
create an elemental sword attack. Very strong and very powerful, it’s worth 
listening to his nonsense to gain his expertise. 








Quina Quen 


Nickname: None 
Occupation: General layabout 
Pastimes: Eat and be merry 

Trance: Cook 

Being a Gourmand, all Quina wants to do is travel the world and sample every type of food that 
he/she/it can find. Quina hasn’t been brought up around other people, so it is an extremely selfish 
individual. If an opportunity to find great food arises, it’ll be off like a shot. You'll have to try your best to 
keep it happy, as its Eat ability enables it to learn some amazing moves. At the very least, it’s going to 
confuse the hell out of some enemies! 


H 










Freya gave up her position as one of Burmecia’s most talented knights when reports came 
through of the death of her true love, Sir Fratly. She has been travelling the globe in search 
of him for five long years, but trouble in Burmecia has forced her to return home. A master 
at jumping, her skills enable her to stay out of harm’s way until she needs to strike. Her 
Dragon abilities enable her to learn both regenerative and offensive techniques. Will she 
ever find her lost love? 


Nickname: Rat-face (Zidane) 

Occupation: Ex-Burmecian Dragon Knight 
Pastimes: Searching... always searching 
Trance: Multiple Jump 
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Eiko Carol 


Nickname: None 

Occupation: None 

Pastimes: Messing about with the Moogles, annoying adults 

Trance: Double White Magic 

Eiko hails from an ancient Summoners’ village, where the rest of her kind were killed off in an attack 
some years ago. She is now looked after by a group of Moogles. She summons monsters without even 
thinking about it, which is probably how she managed to stay alive in the middle of a monster-infested 
continent. Her crush on Zidane is the only reason for her joining the party - or so it seems. In truth, she 
is a very lonely little girl. 















Amarant Coral 


Nickname: Red (everyone) 

Occupation: Mercenary 

Pastimes: Proving that he’s stronger than everyone else 

Trance: Multiple Throw 


Nothing much is known about this guy, other than that he’s big and he's got red hair. He 
used to work as a bodyguard in Treno, until Zidane got him fired. Red thought that he was 
the strongest man in Gaia until Zidane beat him. He joins the party in order to learn more 
about Zidane’s amazing abilities, hoping that he can find his secret. Brute strength, a Throw 
ability and a negative attitude characterise Red. 
















This guy is working for the Queen., 
supposedly. He is supplying Queen 
Brahna with the Black Mages, 
allowing her to conquer the world. 
You can’t help but think that it is all 
part of a grand scheme. Who is 
working for who, we wonder? Kuja 
rides a white dragon, and he fears 
only one person... 


From evil overlords to pesky little frog-kings, these guys will 
be part of your life and death for the next three months! 




The current Queen of Alexandria, she may well have been a nice person at 
one point, but an uncontrollable greed for power combined with Kuja’s 
influence has turned her into a women capable of anything. If gaining 
control of the world means killing Garnet and wiping out entire cities, she 
won’t hesitate to do 













Regent Cid 


Prince Puck 


Son of the King of Burmecia, Prince Puck ran 
away from home for the same reason that 
Freya did - to find Sir Fratly. Little Puck acts 
more like a thief than royalty. He has had to 
learn how to keep his head low in order to 
survive on his travels. He is the person who 
helps Vivi get into the Tantalus performance 
at the start of the game. 


Thom and Zom 


Tantalus 


You’ll be cursing every time 
you see these guys. They do 
the Queen’s bidding, but you 
get the feeling that they will 
turn on her at some point. The 
jester twins are behind the 
creation of the Black Waltzes - 
they have also invented a way 
to extract Garnet’s powers 
from her. Get rid of them when 
you get the chance. 


Tantalus are the band of thieves who were hired by 
Regent Cid to kidnap the Princess. Jacks of ail 
trades, the gang travel the world in search of work, 
doing anything (within reason) for money. They’re 
like a family really - having been together for so 
long, they all trust each other and have been 
through many near-death situations together. 

Baku is the leader. A big, bearded man, no one 
challenges him and gets away with it. Blank, Marcus, 
Cinna and the Bonero brothers make up the rest of 
the crew. Blank makes out that he hates Zidane, but 
when it comes to it, he’ll put his life on the line for 
him. Cinna is the crazy one. Armed with a chef’s hat 
and a hammer, he’s not very good in a battle, but he 
makes a damned good cup of coffee! Marcus is kind 
of like Baku’s right-hand man. He is experienced, 
and a good all-rounder. His loyalties lie with Tantalus 
every step of the way. 


■■■■■Hi 


Loyal to the throne, Beatrix battles it out with 
Steiner to become the most favoured royal 
protector. It isn’t much of a contest - Beatrix’s 
regiments are well-disciplined and committed, 
whereas Steiner’s troops are, erm, rubbish! Beatrix 
turns against Zidane and his party, but when she 
realises what the Queen is up to, she soon 
changes her loyalty. 


The ruler of Lindblum is in a bit of a predicament. 
After his wife caught him having an affair with a 
local waitress, she turned him into an Oglop! She 
then ran off with his latest invention - the steam- 
powered airship. Cid would build another one, but 
his brain isn’t quite the same now that he has 
become an Oglop. 

He knows that Queen Brahna is up to 
something, hence the reason for him arranging to 
have the Princess kidnapped. 

Will he ever be able to get 9^' r 
back to his human state? 


Li*' * 


General Beatrix 
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RNAL FANTASY H 

ESSENTIAL TIPS 

i If you haven’t played any Final Fantasy games before, this section is 
\ essential. Even if you are a veteran at this style of game, you should 
still read it, as there are several differences from the other games. 



Equipping Weapons, 

____ _ \ 

Everything that you attach to yourself, be it a hat, a shirt, a ring or a gem, will have an ability hidden 
within it. Every time you are successful in battle, you will receive a certain number of AP (Ability 
Points). Once you have acquired the necessary number of AP, you will learn that ability. You don’t 
necessarily have to learn the ability to be able to use it. As long as the relevant item is equipped, you 
can use it. If the item is removed before you have learnt it, you will not be able to use it. 

If, for example, you find a Dagger that is stronger than the one that is currently equipped, it may 
not be a good idea to swap straight away. It may be more beneficial to learn the ability on the old 
Dagger before you move on to the new one. You will judge for yourself when the occasion arises. 


Level 




As well as receiving AP in battles, you will also receive EXP (Experience Points). Your Experience 
Points dictate how high your maximum HP (Hit Points) and maximum MP (Magic Points) will be. As 
your HP goes up, your other statistics also go up. If you don’t take part in fights, you won’t level up, and 
you won’t become any stronger. Try to take part in as many fights as possible - only run away if you 
absolutely have to. 




Wherever you find a Moogle, it is possible to save your progress. The Moogle will 
also give you the option to use one of the Tents that you are carrying. Resting in a 
Tent will enable you to recover a certain amount of HP and MP. Try to use Tents to 
recover MP as opposed to using Ethers and Elixirs. Tents are relatively cheap to buy, 
whereas Ethers and Elixirs are rare items and have to be stolen from your enemies. 



Willing And Able 

During the course of the 
game, your character will 
learn a whole host of 
Abilities. These Abilities can 
be switched on by attaching 
magical gems to them. Each 
character can only hold a 
limited amount of gems. This 
number goes up with your HP 
and MP. You should learn to 
change your Abilities 
depending on what situation 
you are in. 

For example, if you are in 
the Ice Cavern, the enemies 
will be afraid of fire attacks. 

If your weapon has a flame 
status on it, you should go to 
the Ability screen and switch 
on the Add Status Ability. 

This could make the 
difference between winning 
and losing. This works as a 
defensive tactic as well. For 
example, if an enemy has a 
Poison Breath attack, switch 
on your Antibody Ability to 
nullify its effect. 
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The waxing and waning of the moon,0M% 
A sign of sorrow, fear and gloom, 

As evil walks among us now, 

Its desperate and hardened brow, 

And when the light doth bleed through red, 
The tree, its job done, will fall dead, 

And so our bodies, hollow and kept, 

The life so fragile, so easily swept. 

i 

Stillness in motion, motion in stillness, 

The respiration of the planets our witness, 
Pray Heaven grant the wandering souls, 
That evil keeps, eternal repose... 

Chandra Nair 


% 











You will start the game as a young boy 

by the name of Zidane. You’re on a ship 

run by the renegade group of thieves, 

Tantalus. The room is pitch black; before 

you light the candle in the centre of the 

room, pick up the money in the top left- 

hand corner and read the sign on the 

right-hand side (you should note down 

any informative signs that you find). 

[BELOW] Baku’s in a playful Seeing the light come on, a group of 
mood. Still, being hit with a , a ... 

Mage Masher has got to hurt! dodgy-looking people will enter the room. 



You will find yourself in control of a 
clumsy little mage who has just arrived 
in town. It’s a big town for a little kid like 
him and he’s understandably awe-struck. 
He’s so busy looking around that he 
keeps walking into people! A little girl 
runs into him - everybody is in such a 
hurry today. What’s the big deal? The 
kind little girls stops and apologises for 


i 




Thankfully, they’re your mates. After you’ve 
chin-wagged for a while, a big man with a 
dragon mask will walk in and challenge 
you all to a fight. This isn’t really a proper 
fight - the man can't see where he’s 
going with that stupid mask on, and as 
such his attacks won’t be very strong. Use 
the Steal command on him until you have 
stolen the Mage Masher, then the Fight • 
command until his mask falls off. It turns 
out that this is your leader, Baku! He’ll 
challenge you whenever he thinks that 
you’re slacking off. 

To be honest, it’s just Baku’s way of 
making an entrance. The real reason he’s 
here is to hold a meeting for the next job. 

It turns out that you have been hired to 
kidnap the beautiful Princess Garnet, 




under the guise of a group of travelling 
performers. It’s Zidane and Blank’s job to 
grab the Princess while the others 
perform the play. 

A cut-scene will show you the Tantalus 
ship arriving in Alexandria. 






knocking you over. You appear to have 
dropped something. It’s a ticket - but 
what for? She’s off like a rocket before 
you can find out. Never mind, there will 
be someone around who can tell you. 

Turn around and head back in the 
direction from which you came. You’ll find 
yourself in an open area with a statue in 
the centre. General Madelene, huh? Died 
at 13... poor kid. Have a look around the 
perimeter - someone has been leaving 
their playing cards lying around. There’s a 
Zombie Card, a Sahagin Card and a 
Lizard Man Card! Head back to the 
alleyway and go into the house on the 
right-hand side. Talk to the old woman. 
There are loads of things to pick up in 
this room - she won’t mind, right? On the 
ladder side of the room, there are 9 Gil 
and a Potion, each in a different corner. 
Go up the ladder and search around for a 
Fang Card. You can also look at the 
patterned material on the wall on the 
other side of the room. It’ll make our little 
friend so dizzy that he falls over! 

Leave the house and walk up the street. 
There’s a Potion to be found on the left. 



Go through the archway. A group of 
nobles are being escorted somewhere. 
What have they ever done that is so 
special? Nothing, we’ll bet. Have a look 
inside the Tavern. They are expecting a 
busy night but they still won’t say what’s 
going on. There is a Potion in the bottom- 
right corner, a Flan Card in the bottom-left 
corner and 27 Gil in the little alcove on 
the left. The stairs are broken - the 
woman says that she might fix them... one 
day. Go outside and talk to Hippaul. He 
feels the same way about the nobles. 

Have a look in the grass next to him to 
find a Goblin Card. People should really 
be more careful with their possessions. 
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Keep walking left until you get to Mick 
- he’s standing in the doorway. Ah, the 

ticket is for the show. That must be where 
everyone is going. You’ll need to get it 
stamped in the square, otherwise you 
won’t be allowed in. Read the sign on the 
other side of the road - ‘Doug’s Item 
Shop’. You may as well go in - there’s 38 
Gil in the corner. You don’t really need 
anything, so don’t let him talk you into 
spending your newly acquired money. 
Keep exploring and you’ll find the Ticket 


[BELOW] After all the hassle he went 
through to get the ticket, the little Mage-kid 
finds that it is a fake. Time to cry. 


Booth. Hang on, isn’t that Hippaul over 
there? He’s going on about his ‘three 
precious cards’. Crazy fool - what is he 
talking about? Go up to the Ticket Booth 
and talk to the Ticketmaster. Finally, 
someone who can tell you what’s going 
on. Ask him what is being shown today. 
Apparently, the Tantalus Company are 
performing ‘I Want To Be Your Canary'. 
Sounds great. Keep asking him about the 
play until your curious juices run dry. Now 
ask him about Alexandria. He’ll tell you 
about how Queen Brahna has been 
acting strangely recently and that her 
daughter, Princess Garnet, is the most 
beautiful girl in the land. You really must 
meet this woman! After all that 
information, don’t forget to get your ticket 
stamped. What? It can’t be a fake. The 
Ticketmaster obviously feels sorry for you, 
so he gives you three playing cards - a 
Golin, Fang and Skeleton Card. Cool! He 
says that you should go and see Alleyway 
Jack to learn about playing the card game. 


Take a look around. There are lots 
of things to look at in this area. 

There’s a Phoenix Pinion near 
the gate, and a statue of the 
‘Three Heroic Knights Of Pluto’ 
on the right. There is an Ether to 
find in the Synthesist’s Shop and 
a recruitment notice for the Knights of 
Pluto in the Equipment Shop. Sounds 
like fun, maybe you should speak to 
the Captain. There’s nothing to pick up 
in the Inn, but it’s worth going upstairs 
just for the view from the balcony. Hey, 
there are some girls playing with a skip¬ 
ping rope outside - they might let you 
play if you ask them nicely (take a look at 
the Skippy The Mage boxout for more on 
how to play). 


[BELOW] You can buy some 
items at the Items Shop, but 
there’s nothing that you need 
right now. Walk on by, sonny. 


[ABOVE] You can get a great view of the 
hustle and bustle from up here. So much to 
see and do - where should you start? 


Skippy 
The Mage 

This is the first of many sub-games that 
you can take part in. Talk to the girl in 
the centre. She’ll ask you if you want to 
have a go. Depending on how good you 
are, you could win some pretty cool 
prizes. Use the X button to make Vivi 
jump. The trick is to press the X button 
as soon as Vivi hits the ground. That 
way, he will clear the rope. After 20 
successful jumps, the girls will give you 
some pocket change. At this point, the 
girls will swing the rope a bit faster. 

After 50 successful jumps, you will 
receive the Cactuar Card. Again, the rope 
swings will become faster. After 100 
successful jumps, you will receive the 
Genji Card. After 200 jumps, you will 
receive the much-sought-after 
Alexandrian Card! 
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I Am Not 
Amused! 


Wow, risking life and limb on those rooftops 
was definitely worth it. The show is amazing! 
That must be Queen Brahna - she is one fat 
mama! Is that the Princess Garnet sitting next 
to her? She is so beautiful, how can they 
possibly be related? The Princess doesn’t 
look very happy. How can she not be having 
the time of her life? Something must be up. 


JAUNT 


[BELOW] Somehow Puck 
manages to get Vivi to be his 
slave. The poor guy! 


That’s enough fun for now. You should 
go and find Alleyway Jack. Go down the 
alleyway next to the three girls. After the 
sign-maker has finished having a go at 
you, a little rat kid will come and speak to 
you. Hmm, he seems familiar, and pretty 
smart too. There's more to him than meets 
the eye. Take him up on his offer - after 
all, you want to see the play, right? When 
the coast is clear, he’ll grab the ladder 
and make a run for it. Hang around for a 
bit. A man will come down the alleyway. 
Maybe it’s Alleyway Jack. As you go to 
talk to him, he’ll mug you! Run after him! 
Damn, it looks like he got away. Never 
mind, back to the rat kid. Hey, there’s 
someone else. This time it definitely is 
Alleyway Jack. He’ll teach you the rules of 
the card game. Listen to everything that 


he has to say and at the end of his lesson, 
he’ll give you the opportunity to play him. 
Only play him after you have read the card 
game section at the back of this guide. 

You received some great cards from the 
skipping girls, and you don’t want to lose 
them at this stage. 

Go back to the alleyway. The stairs are 
blocked off. Maybe it will be finished when 
you visit next time? Catch up with the rat 
kid, but don’t follow him into the steeple 
just yet. Read the jump-rope sign on the 
wall, just to remind yourself of how good 
you are, then go into the house next to the 
steeple. There are some Eye-Drops in the 
corner. Ilia won’t let you pass, so go 
outside. As you go down to the water, Ilia 
will leave. It’s not worth going back - there 
are only three Gil upstairs anyway. Talk to 
the two men or take some sleeping pills - 
both will have the same effect! Little Tom 
has lost his kitten, Mittens. It’s brown, so 
keep an eye out for it. Go all the way back 
to the entrance to the city (with the statue 
in the centre). It’s Mittens! Tom will thank 


[ABOVE] There he is - Alleyway Jack. The 
scheming criminal/card player is being quite 
nice to you. He’ll teach you how to play cards 


you and take Mittens back with him. Make 
your way back to the steeple area and visit 
Tom to get the Bomb Card. 

Go into the steeple. There is a Potion 
and a Tent to be collected before you 
climb the ladder. As you attempt to climb 
up, Kupo the Moogle will fall from above 
in comedy style. Stiltskin will toddle in as 
well. It looks like he’s embarking on a 
journey. Oh well, he looked pretty strange 
anyway! Talk to Kupo about the Mognet, 
and agree to take his letter for him. You 
can find out all about the Mognet in the 
Mognet Made Easy section in the back of 
this magazine. 

Save your game, then climb up the 
ladder to the rooftops. Use the sticks to 
get across the gaps. The rat kid will 
choose a certain path, but there are many 
different ways to go. Explore every 
walkway in order to get the money that 
people have been stashing up here. The 
rat kid will decide to introduce himself. His 
name is Puck. You’ll also get the chance 
to confirm your name, which is nice. Climb 
over the castle walls, and get ready for 
some great fireworks! 












WHERE’S THE 



It’s time to nab the Princess. Your first 
job will be to get the audience on the 
edge of their seats so that they won’t 
question anything strange that happens. 

A battle with some great special effects 
should do the trick. Use the SFX 
command a couple of times. That should 
impress the audience. After that, attack 
Baku and his two sidekicks. Now it’s time 
to really show off with a good sword 
fight. This little show involves you using 
the D-pad and the four main buttons to 
perform sword swipes, blocks, ducks and 
flips. Press the relevant buttons as they 
appear on the screen. At the end, you will 
get the chance to come back and do it 
again. Do it as many times as you want. 
The more impressive you make it look, the 
more money you will receive at the end. 
You can tell how well you are doing by 
looking at how many people you 
managed to impress. 

With that over, Zidane needs to get 
down to the business at hand. Remember 
that Mage Masher which you stole from 
Baku? Now is the time to equip it in the 
Equip menu. This sword allows you to 
learn the Detect and Flee abilities. Go to 
the Abilities menu and put magic stones 
in the Protect Girls and Flee Gil slots. 
You’ll have to be careful as Alexandrian 
Soldiers are patrolling the castle. As you 
run up the stairs, you’ll bump into a girl 
wearing a hood. Suspicious, don’t you 



[BELOW] The battles that take 
place during the play are all 
staged with pyrotechnics. 




think? Take a look at her face. Before 
Zidane can say anything, she’s off. Zidane 
suddenly clicks that the girl was in fact 
Princess Garnet! 

Who the hell are these guys? They look 
like court jesters, and they seem to be 
troublemakers. You’d better watch out for 
them... bunch of creeps! After telling the 
Queen about the Princess’s little stroll, 
Captain Steiner and General Beatrix are 
sent to look for her. Those two are a bit 
competitive. What are the bets that they 
get it on? 

You will now be in control of Captain 
Steiner. He is the Captain of the Pluto 
Knights. They don’t seem to be very 
organised; actually, they look like a bit of a 
joke. Follow the knights into the changing 
room. Kick then into shape, then take a 
look at the register on the wall. Have a 
chat to Mosh before you leave. Read the 
letter with him. So, something amazing 
happens if you jump the rope lots of 
times? What could it be? Save your game 
and grab the Phoenix Down from the 
corner of the room. Now you'll have to 
figure out where the Princess has gone. 
Go up the stairs and ask the guards. 
Squad Beatrix? PC Plod and the blood¬ 
sucking ticks more like - they’ll be smiling 
on the other side of their faces when you 
find the Princess. Maybe the Queen will 
grant you a kingdom to look after? 

Go outside and talk to her. She’ll give 
you a Silk Shirt. Go out into the main 
hallway. Check out the side-rooms and go 
into the kitchen. That thing certainly is 




qualified to be the head chef - he/she/it 
must have eaten a lot of pies to get that 
big! Nobody seems to know where the 
Princess is. She must be outside 
somewhere. Get the lazy soldier up on his 
feet - this is no time to be gazing at your 
reflection! After reaching a few dead 
ends, you’ll end up at the spiral staircase. 
It’s lucky that you work out - there’s no 
way that you’d be able to run all the way 
to the top otherwise. Hey, there she is, 
and she’s being hassled by some young 
scallywag! What the... no! 


[ABOVE] The play, which 
Tantalus are performing 
involves a great sword fight! 


Leap of 
Faith 

It's in this cut-scene that you start to 
understand Zidane a bit more. It looks 
like he could be a nice guy after all. As 
you would expect, he is genuinely 
shocked and worried when the 
Princess falls - he soon regains his 
composure when he realises that she 
has grabbed hold of a rope. Steiner 
reacts out of a sworn duty to the 
Princess, whereas there is something 
more behind Zidane’s response 
besides the job at hand. More 
importantly, Zidane does it with style, 
whereas Steiner just looks like an 
idiot Nice trainers! 
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Is She Crazy? 


This is bad. Trying to protect the Princess would be understandable, but the 
castle’s defences are more than likely going to kill everyone on-board, including 
the Princess! What is wrong with the Queen? It’s almost like the Princess is 
indispensable... It looks like the Prima Vista might just get away, but then the 
castle’s secret weapon arrives. 




about to ruin the whole thing. The Pluto 
Knights chase him on-stage, where he 
gets scared and uses his fire magic. The 
hooded girl’s identity is revealed - now 
you’ve got problems! Concentrate your 
attacks on Steiner. Don't bother with the 
Princess’s Summons - she doesn’t even 
know what a Summons is at this stage. 
Steiner will soon fall, and his Knights will 
run off home. Now for the real problem... 
the castle defences. 


[BELOW] It looks like Vivi is well pleased 
about the fact that he bumped into Puck. 
You’ve got to admit, though, it was great. 


[BELOW] You can just tell 
that Steiner’s magic attack is 
going to go all wrong. Oglops! 


You will now be aboard the Prima Vista. 

Chase the Princess inside. Ruby will get 
in your way - something tells you that she 
has got the hots for Zidane. Geez, the 
love triangles are going to be quite 
something! Finally you’ll get the Princess 
on her own. It turns out that she actually 
wants you to kidnap her. Anyway, enough 
talking - the Captain will be here soon. 
You need a plan. Thankfully, Cinna has it 
all sorted. 

Steiner is right behind you, but don’t 
worry. That Pluto Knight has got some 


really weird clothes on - he looks an 
awful lot like Blank... 

The secret hatch leads down into the 
engine room. Turn the valve wheel on the 
generator to the left, and then to the right. 
Each time, the vibrations will shake loose 
a treasure chest. What were they doing 
up there in the first place? Go down the 
steps and grab the Phoenix Down and 
the Phoenix Pinion then run on into the 
next room. 

Somehow, Steiner has managed to find 
a short cut. Maybe he’s not as stupid as 
he seems. Never mind, he won't stand a 
chance against all three of you. Before 
you attack him, use Zidane’s Detect skill 
to see what Steiner has on him. Steal the 
Silk Shirt and the Leather Cap from under 
his nose then continuously attack him. 
Steiner will get desperate and use one of 
his Sword Art moves. Amusingly, all he 
manages to do is free the Oglops, which 
Blank had as his last resort. Time to fly! 

Well, the Tantalus crew certainly are 
very good actors. Better than most film 
stars, in fact. The audience is captivated, 
but that doesn’t matter because Vivi is 


It’s Behind You! 

Fighting Steiner is the least of your problems. That bomb looks evil, and it’s growing larger by the 
minute. Keep attacking Steiner. You need to either get rid of him, or persuade him to quit being an 
idiot. If only he would look behind him! Eventually he does, but by that time it’s too late. 
Somehow, the Prima Vista stays in one piece, but it is badly damaged and is losing altitude at an 
alarming rate. It just makes it past the city walls and crashes with an almighty explosion in the 
forest beyond. The Queen is up to something, and it doesn’t sound good. 
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The Princess, Steiner and Vivi are 
missing. They must have got thrown off, 
which means that they could be 
anywhere. Talk to Mosco the Moogle to 
learn about ATEs (Active Time Events). 
The Princess is in trouble - you’d better 
go and find her. Find the Phoenix Down 
behind the Conductor and sort your 
equipment out. Equip the Silk Shirt. 
Although it doesn't have any abilities, it 
has more protection, and you can always 
learn Protect Girls later. Save your game 
with Mosco, then venture through the 
hollow log into the Evil Forest. 

Along the trail you will encounter Fangs 
and Goblins. Check out the Enemies 
section in the back of this magazine to 
find out what you can steal from them. 
Your Mage Mashers will take them out 
with one hit, so don’t panic. Stay in this 
area for four or five battles. Once you’re 
used to the command set-up and the 
location of the items, move on. 

You’ll come across the missing trio in 
the next area. Vivi is lying scared on the 
floor, while Steiner is facing up to the 
bizarre creature which is holding the 
Princess captive. Let’s get him, Rusty! 

Baku just won’t listen to reason. The 
Princess is in big trouble, and he won’t let 
Zidane go after her. What can he do? 
Well, nicking some items would be a 
good start. Grab the Bronze Gloves from 
the chest. Go out to the stairway - you 
will be able to watch three ATEs involving 
Steiner, Ruby and Cinna. Go down the 
stairs and pick up the Wrist from the 



[BELOW] Baku just can’t help himself. 
He wants to fight Zidane again. This 
time, he could push Zidane too far... 





chest. Talk to Blank. It seems that little Vivi 
is recovering - maybe you should go and 
see him? Collect the Ether from the chest 
in his room and the Gil from the bunk bed. 

Zidane start thinking about the 
Princess. There’s no way that he can 
leave her out there! Blank suggests 
talking to the boss again. Collect the 
Ether from the chest next door and search 
the room at the bottom of the stairs for a 
Rubber Helm. Go into the Meeting Room 
- there’s a Potion in here. Baku will 
challenge you to a fight, so go back 
outside and roll your sleeves up. Baku is 
carrying a Hi-Potion and an Iron Sword. 
You might find it hard to get the sword 
from him. Attack him until he gets bored. 
Ouch! Maybe you're not quite so strong 
after all. 

Go through the door at the bottom of 
the screen and collect the Leather Hat. 

It’s time for you to get your team together. 
Go and talk to Steiner. It takes a bit of 
convincing, but he agrees to come. 
Anyway, what choice has he got? Collect 
the Ether from his room, then make your 
way to Vivi’s room. What are those two 
whispering about... 


“(I was wondering if...)” 



Ttance Nation 

At the start of the battle, beams of bright blue light shine out from Zidane’s 
body. This is his Trance ability, and it will appear whenever a character’s Trance 
bar is full. Zidane’s Trance allows him to use the Dyne ability. There will be a 
different ability for every set of blades that you pick up. As you have two 
different sets of blades, two moves are available. Unfortunately, Tidal Flame will 
hurt the Princess as well as the Prison Cage, so you’ll have to use High Energy 
instead. You should be able to use this move twice before Zidane returns to 
normal. Keep an eye on the Princess’s health. If it goes below 40HP, get Steiner 
to give her a Potion. 

The Prison Cage will retreat, taking the Princess with it. When it returns, it will 
grab Vivi and you’ll have to fight it again. This time it’s going to die! Once again, 
keep an eye on Vivi’s health. The Prison Cage has a Broadsword and a Leather 
Wrist. Steal them, then attack with all your might. Eventually it will keel over and 
release the little mage. As it dies, it will excrete a gas which sends Steiner and 
Vivi to sleep. 
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Plant Brain 


HP: 1200 
AP Received: 5 

Carried Items: Iron Helm, Eye Drops 
Items Received: Phoenix Down 
Attacks: Pollen (Darkness), Thunder, 
Right Tentacle 

This boss’s Pollen attack will cast 
Darkness on your entire party, which 
means that most physical attacks won’t 
connect. Counter this with Eye Drops. 
The boss is carrying something worth 
stealing - an Iron Helm. Grab it, then 
concentrate on killing this foul beast. 
The Tentacle attack will hit for about 
25HP. The Thunder attack will only hit 
for about 30HP against Zidane and 
Vivi, but Steiner will take double the 
damage as he is wearing armour. Hit it 
with Vivi’s Fire and Steiner’s Fire 
Sword Magic. Towards the end of the 
battle, Blank will turn up. It looks like 
he cares after all! A few more hits are 
all that is needed to finish this boss off. 


Now that your party is complete you 
need to equip yourself. Give Steiner the 
Bronze Gloves, and Vivi the Wrist and the 
Silk Shirt. Vivi will now be able to use the 
Thunder spell. Go to the Abilities screen 
and equip all of Steiner and Zidane’s 
abilities. If you go back into Vivi’s room, 
you will be able to have a rest before you 
go out. 

Say goodbye to Baku (he’s in the 
Control Room) and head out. Blank will 
give you Blank’s Medicine and a note from 
Baku before you go. Cinna will be waiting 
outside. You may as well buy two or three 
Antidotes and Eye Drops from him. Save 
your game with Mosco. He’s got a letter 
for you to read. It's from Ruby - she’s 
doing okay. Who is that stranger that 
she’s talking about? Never mind, she's 
probably been dreaming again. 



[ABOVE] One of the first enemy 
encounters will be with this guy, a Goblin. 
You’ll wipe him out without a problem. 



Baku 

“Y«ah, don't worry. 

W«’ll b« outta h«r* toon, too." 




You know what enemies to expect in 
this forest, so you shouldn’t have a 
problem. There will be a couple of ATEs 
along the way, showing you how things 
are progressing back at the crash site. 
When you get to the grassy knoll, head 
left and have a look at the waterfall. Keep 
going until you come to a spring - its 
water will revitalise you, so be sure to take 
a good long drink. Monty is hiding in the 
tree trunk. Give him the letter from Kupo. 
He has also just received a letter from 
Stiltskin. Read them both, then save your 
game. Monty hinted that he saw the 
Princess just now. Maybe it's not too late! 

In the next few areas you will come 
across a new enemy - the Dendrobium. 
Check out the Enemy section at the back 
of the magazine for its statistics. By now 
the enemy knows that you are coming. 
Prepare yourself! 




With the Princess free, Zidane gives her Blank's Medicine. Unfortunately, there is more bad news to come. Hordes of 
insects are crawling in from every entrance. You'd better make a run for it. Take the Iron Sword from Blank, and give 
him the Broadsword and the Wrist. Immediately give Steiner the Iron Helm and the Iron Sword, then go to Abilities. 
Switch Antibody off, and put Bright Eyes and Level Up on. The only enemies that you will encounter from now on are 
Plant Spiders. You can fight as many or as few as you want. When you get bored, run for it. 
















Blank and the rest of the Tantalus crew 
have been lost to the petrified forest. 

There’s nothing you can do about it - just 
keep going. 

In the morning, Monty will come out of 
the forest. In an ATE, he’ll let you listen in 
on Mogster teaching Moggy a few things. 
Read everything before you exit. That 
Mogster sure knows a lot - he’s a bit 
arrogant though. Monty will give you the 
Moogles Flute. You can use it to call a 
Moogle on the Map screen at any time 
(just press ■). This will enable you to use 
a Tent or save your progress. Don’t call 
them without reason though, as they’ll get 
quite annoyed. 

At this point, you should equip Garnet 
with the Wrist, the Leather Hat and the 
Silk Shirt. If you don't have any spare, 
take them from Vivi (Wrist) and Zidane 
(Silk Shirt) as they can’t learn anything 
from them. You need to get to the Ice 
Cavern, but you won't be coming back 
here for a long time so explore for a while. 
Mu and Pythons inhabit this area. They 
won’t do you any harm, and they carry 
nothing useful. It’s a wonder why they 
bother to challenge you - they’re going to 
die straight away! Follow the valley 
westwards until you get to an arch. This is 
the gateway which divides Alexandria and 
Burmecia. It is called Melda Arch. The 
people inside won’t open the gate for you, 
but if Zidane can think about something 
other than women, you’ll be able to buy 
some Potions. Search the chests behind 
the fence before you leave then make 


[ABOVE] Vivi’s Fire magic will 
be really useful in the Ice 
Cavern - thawing Moogles? 


your way back through the valley to the 
Ice Cavern. 

Vivi seems to think that the Ice Cavern 
will take you out of the mist. Poor Vivi, 
does he have any family? It’s probably 
best if you move on, before Steiner goes 
and puts his dodgy-trainer-clad foot in it 
again. There is a chest in the first room. 
Press X in front of the step to get to it. 
Being an ice cavern, the enemies in here 
fear fire attacks. Vivi’s Fire or Steiner’s 
Sword Magic will take them out with ease. 
The Cave Imps will send you to sleep with 
their Sleeping Juice. Wake them up by 
attacking them, then slaughter the imps. 

Go into the second area. Examine the 
area at the top of the steps on the right. It 
looks like there’s something behind the 
ice. Vivi should be able to break through 
it. Melt the ice and grab the Ether. Go 
over to the steps in the centre of the 
room. There is a hidden path just to the 
right of the steps, which will take you to 
the chest on the left-hand side. Grab the 
potion and go into the next room. Follow 
the left-hand path until the exclamation 
mark appears. Vivi can use his magic to 
uncover an Elixir. Go down to the right- 
hand side of the cave. Zidane can climb 
up the frozen log to get the Potion. There 
must be some way of getting to the other 
chest. Try getting Vivi to melt the ice 
around the base of the log. Haha! It’s a... 
Mage Masher. Okay, so you already have 
one of these, but you should keep it as it 
will be useful later on. Head on up to the 
next cave. There’s a chest on your right. 
Follow the left-hand path and ask Vivi to 
break through the wall. There’s a Leather 
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Wrist at the end of the path. You should [ABOVE] The gate is locked, 

give this to Zidane as he can learn Beast going to open it in a hurry> 
Killer from it. Be sure to equip it in the 
Abilities menu if you want him to use it. If 
Vivi doesn’t already have one on, equip 
him with the Wrist that you took from 
Zidane. Move on into the next cave. If you 
follow the left-hand path, you will come to 
a stone alter, at the top of which is a 
block of ice. It looks like there is 
something inside. Vivi will melt the ice to 
reveal a Moogle! Hey, steady on missy, we 
just saved your life! She’ll ask you to 
deliver a letter to Gumo. You’ll also have 
the pleasure of listening to the Mogster 
again. Read everything that he has to say. 

Don’t save just yet. Go back outside and 
head to the next area. 

It’s freezing out here! Even so, it’s not 
cold enough for people to start 
passing out - what’s wrong with Vivi? 

And Steiner too? Urgh... feeling sleepy 
was... kowin... on... 

Woh, must have fallen asleep. What 
was that tinkling sound? 

You’d better go and save before you 
venture any further. Visit Mois’s 
cave. Put on the Silk Shirt, 
yourself up and save your 
progress. It’s time to figure 
out just what is going on. 
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Recommended Status Level: 7 
Boss: Black Waltz I 
HP: 250 

Carried Items: Remedy, Silk Shirt 
Attacks: Fire, Blizzard 


So this is the guy who’s causing the problems. He’s going down! 
Ignore the Sealion for the moment, and concentrate on the Black 
Waltz. He only has two attacks, both of which are really pretty 
lame. Steal his items and hammer him into the ground. 


Boss: Sealion 
HP: 600 
AP Received: 5 

Carried Items: Mythril Dagger, Ether 
Items Received: Phoenix Down, Hi-Potion 
Attacks: Wing, Tsunami, Blizzard, Blizzara 


Your master is dead - shouldn’t you be going? No? We’ll see about that! Steal the 
items, then attack. There are three different stages to this boss. If you get a 
Trance, you won’t see them all, as your Tidal Flame will kill it straight away. 

In Stage 1, the gem glows blue. The Sealion will use its Wing attack and Blizzard. 
In Stage 2, the gem glows red. The Sealion will use the powerful Tsunami attack 
as well as Blizzara. In Stage 3, the gem glows yellow, and the beast will go a bit 
mental. Not to worry - one attack will kill it in this stage. 

Should’ve known that those two had something to do with it. They’ll get what’s 
coming to them. Black Waltz II and III, you say? Yeah, bring it on - they’ll be 
waltzing on the other side of their face when we’ve finished with them! 


Why didn't you fait * 


't 

1 

, m 


SUB-QUESTS AHOY! 


After checking up on the gang, give 
Zidane the Mythril Dagger. He can learn 
a new ability. Equip him with the Leather 
Shirt so that he can finish learning Protect 
Girls. Head back to the boss area, and 
climb up the slope. 

It looks like the Princess wants to be 
called Dagger - okay, anything to keep 
her quiet! You will now be in Nolrich 
Heights, free of the mist, but sadly not 
free of the monsters. This area is home to 
Carve Spiders and Pythons. Make sure 
that you steal some Ore from them, as 
you’re going to need it for the start of your 
first sub-quest. Once you have obtained 
some Ore, go into the forest next to the 




entrance to the Ice Cavern. Keep getting 
into fights in this forest until the music 
changes to a plinky-plonky tune. You will 
now be faced with a character called Mu, 
who is asking for some Ore. In return for 
the Ore you will receive 10AP! 

It’s time to take a look around - just 
behind the forest is a gate. You won’t be 
able to get through unless you have a 
Gate Pass. Not to worry, you don’t need 
to go through here yet. Go and visit the 
Observatory Mountain. There are some 
chests outside the house. A man named 
Morrid lives inside. He loves his coffee, 
and agrees to give you his rare model 
airship in return for three types of coffee. 
Sounds like sub-quest number two to us! 

For the final stop in Nolrich Heights, 
pop around the corner and stroll on into 
the Village Of Dali. After a rest, you’ll 
wake up to find everyone gone. They 
must’ve gone exploring. There’s a book 
on making your millions in the corner, as 
well as an Antidote and a Colour 



Fortunes game by the mirror. In an ATE, 
Vivi seems to be having trouble with the 
locals - why are they so scared of him? 

In a second ATE, Dagger tries hard to 
blend in with the locals. Hmmm, she’s not 
quite there yet. It will come in time. Go 
outside for the third ATE. Something 
dodgy is going on in this town. Money 
and greed do bad things to people - this 
doesn't sound good. Go back inside and 
talk to Gumo. You have a letter for him. 
Read it and save your progress. 

















Boss: Black Waltz II 


If you equipped yourself earlier, you will be ready for him. Killing 
him is easy - just make sure that you nick the Steepled Hat and Leather 
Plate first. With that out of the way, use Dagger to heal, set Vivi to Defend 
and attack with the boys. Whatever you do, don’t cast any magic. Doing 
this will result in the boss using Fira on your entire party. 


lmri’S VANISHING ACT 


Boss: Black Waltz II 
HP: 900 
AP Received: 5 

Carried Items: Leather Plate, Steepled Hat 
Items Received: Ether 

Attacks: Teleport, Fire, Thunder, Blizzard, Fira 


It’s nice to have some time to explore. 

Maybe you should spend some of that 
hard-earned cash that’s burning a hole in 
your pocket. Go into the shop opposite 
the Inn. Shopkeeper Eve is really into her 
cards - this is a great opportunity to get 
some new ones. With your cards, you 
can’t fail, so challenge her to a game. She 
has two cards that would look nice in your 
collection - a Zuu and a Yeti. Make them 
yours! Let’s see what she has to sell. 
Dagger, Mage Masher, Iron Sword... nah, 
you’ve got it all. Hold on, another Leather 
Wrist might prove useful, and those 
Feather Hats look cool. That’s about it 
though. Equip Zidane with the Feather 
Hat. He can learn Bright Eyes and Add 
Status with it, so be sure to switch them 
on. Add Status will allow Zidane to cast 
his weapon’s status effect (Mage Masher 

- Silence) on the enemy. 

There are plenty of things to do in this 
village. You can look in through the Inn 
window to check if anyone has returned. 
Opposite here is the Mayor’s House. He’s 
quite on edge for someone who’s 
supposed to be a friendly, community man 

- what’s rattled his cage? There’s Vivi. He 
seems a bit lost in thought - better leave 
him to it. The windmill has a locked door 
in it and a hatch that someone is 
guarding. The door can only be opened 
with the Mayor’s key, and it’s probably 
best not to ask him right now. Grab the 
Aries from the back and climb up the 
ladder. There are some chests up here, 


[BELOW] The Mayor of Dali is 
one really rude guy. Remember 
to come back and deck him! 


but there’s no way that you’re going to 
get them until those cogs stop turning. 

Go outside and talk to the little girl by 
the well. What is a Chocobo doing at the 
bottom of a well? This place is weird! A 
couple of ATEs will follow, involving 
Dagger trying ever so hard to blend in, 
and one involving the Inn Keeper. Head 
back to the shop and get Dagger. Take 
her back to the Inn and wait for Vivi. 
Steiner’s up to something, but it needn’t 
bother you at the moment. Vivi is taking a 
long time to come back - something must 
have happened to him. This town has got 
a bad feeling to it. The last time you saw 
Vivi, he was near the windmill. You can 
ask that person in the windmill if they’ve 
seen him. The hatch isn’t being guarded 
anymore so down you go! 

Hey! There’s Vivi. Where are they taking 
him? You’d better stay quiet for now, at 
least until you know what’s going on. 

There are loads of chests to open, so 
explore every room before you move on. 
Eventually you’ll find Vivi - he has been 
shoved in a box! Get him out and equip 
yourself. Make sure that everyone has a 
Leather Wrist on. If Zidane has learned his 
Detect move, give him the Mythril Dagger. 
If you haven’t, keep the Mage Masher until 
you have. Go through the door at the top. 
There is a mist-sucking machine in here 
along with three chests and a new enemy 
- Ghosts. Go back into the main room 
and follow the path by the mist engine. 
There are Vices about - take them out 
quickly before they steal from you. Quick, 
there’s someone coming! You can hide in 
the machine. What the...? Ouch! 

Steiner is being his usual annoying self. 
Talk to Morrid until he walks away. Follow 
him down the stairs and into the house. 
When you get your answer, you can leave. 

After Steiner blatantly lies about the 
cargo ship, an ugly mage will show up. 
Yup, you guessed it - it’s the Black 
Waltz II! 


[ABOVE] Steiner’s moral duties 
make him look like such an 
idiot - the fool. 


[ABOVE] Eve tends to have 
her own theories on the card 
game. She gets quite bored... 
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ALL ABOARD FOR LINDBLUM 



[ABOVE] All hell breaks loose 
as Zidane changes course 
aboard the Cargo Ship. Uh-oh! 


After all that rushing around, you 
should take a break. Go back to the Inn 
and save your progress. There’s nothing 
more to do in this village, so make your 
way back to the cargo ship. Uh-oh, if you 
don’t hurry up it’s going to leave without 
you. Damn it, Dagger! Now is not the time 
to be thinking! Nice bum, by the way... 

Dagger’s mood soon swings back 
when they realise what is inside the 
airship. Those puppets... they’re alive! But 
they can't talk. What must be going 
through Vivi’s head? Anyway, there’s 
nothing much you can do about it now. 
This ship is headed for Alexandria, so 
you’d better find a way of turning it 
around. Go to the end of the gangway 
and climb up the ladder. Great... it’s 
Steiner. What is he doing? Is everyone 
from Alexandria always so stressed out? 
After having a massive go at you, Steiner 



decides to confine you to the upper deck. 
Fine, it’s quite nice up here anyway. And 
besides, this is where the steering wheel is. 

Zidane changes the course of the ship. 
Little does he know that Black Waltz III is 
watching nearby. The Mage massacre 
that follows fills Vivi with an 
uncontrollable rage. Wouldn’t challenge 
Vivi if we were you! 



Recommended Status Level: 9 \ y 

Boss: Black Waltz III Vy# 

HP: 1000 W 

AP Received: 0 * 

Carried Items: Silver Gloves, Linen Cuirass, Steepled Hat 
Items Received: None 
Attacks: Thundara, Hit 


Vivi is pretty angry. His Trance comes up straight away. Cast 
double Fire and attack with Steiner. That will take off half 
of his energy straight away. Then, heal or defend with Vivi 
and Steiner, and concentrate on stealing the three items 
from the boss. The boss’s only major attack is Thundara. 
This Level 2 lightning attack hits your entire party, so keep 
an eye on your HP. Steal the items and keep attacking. 

The Black Waltz will completely lose it and fly off back to 
his ship. Dagger has done well to steer the ship towards 
the South Gate, but the trouble is far from over. The Black 
Waltz has only got one thing on his mind. Kill! Kill! Kill! 


BlasH W«lt 2 No. 3 
“Kwahahahaf 
Process, stay the» 
eliminate this child.' 


HE’S AN OGLOP! 


Phew, you only just made it! Dagger has 
been here before, so she knows her way 
around. Go up the stairs to the guestroom. 
Get the Glass Armlet and the Ether from 



the chests. Equip Steiner with the Silver 
Gloves and Linen Cuirass. Give Zidane the 
Glass Armlet. Talk to Mogki and give him 
the letter. He’ll also ask you to deliver a 
letter to Atla. Save your game, then go and 
speak to Erin. She can be found at the 
bottom of the stairs (outside the 
guestroom). Zidane keeps up his ‘chat up 
everything in a skirt’ reputation, only to have 
her run away on him! Go back to where the 
Minister went. He’ll be waiting for you in 
the lift, and will take you to see the Regent. 
It turns out that the Regent has been 
turned into an Oglop! What can an Oglop 
do against an army of Mages? Oh dear... 

Zidane’s stomach has taken him back 
to an old bar that he used to frequent in 



days gone by. A Burmecian warrior by the 
name of Freya is here. Zidane seems to 
know her quite well. Meanwhile, Dagger 
tells Cid about her mother. It was Cid who 
ordered Tantalus to kidnap the Princess, 
because he was concerned about her 
safety. Cid also tells Dagger the real 
reason for his current form. Huh, 
should’ve known! 
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named Howell. He must be a jerk - time 
to leave! Take the cab to the Industrial 
District. There is a Leather Wrist by the 
side of the subway. Say hi to the people 
in the cafe. Pick up the Bronze Vest, 
which a very careless person has left 
outside, and equip it. Visit the Steam 
House. There is a Mimic Card and a 
Steepled Hat upstairs. 

When you get back to the Guestroom, 
Dagger will have gone. As expected, 
Steiner is going nuts, and it’s your fault of 
course. She must have gone upstairs to 
be on her own - the only problem is that 
the guard won’t let you use the lift. Go to 
the balcony below the Guestroom. You 
should be able to trick the sleeping guard 
into following you. Ta-da! Pretty smart, 
huh? Now you can use the lift to get 
upstairs. Head left at the junction and 
climb to the top of the tower. There she is. 
Talk to her for a while. Use the telescope 
to scan the area. When you see an 
exclamation mark, press X to see what it 
is. After seeing what everyone else is up 
to, you’ll go back to the guestroom. 


for a kid, but persevere as he has some 
cool Wyerd, Ironite and Bomb Cards. 
Climb up the ladder and collect the 
Leather Plate. It’s time to explore the area 
surrounding the castle. Head for the 
Hunter’s Gate. 

Travel east to Pinnacle Rocks. There is 
a sign near the entrance announcing that 
a ghost has been seen in the area. Open 
the chests and leave. Don't bother waiting 
around for the ghost as he won’t turn up. 
There are two forests near here and they 
both have Bombs in them. These guys 
can cause you a problem, but it’s worth 
fighting them, as they give you 178 EXP 
each. There is also a Pop Quiz to take 
part in. Keep fighting and eventually you’ll 
come across it. Answer correctly to 
receive 1000 Gil. When you get bored, 
head back to Lindblum and into the Air 
Cab Station. In an ATE, Vivi will manage 
to get the last Kupo Nut from the 
Chemists. Jammy git! Old Margaret has a 
Mimic Card, so challenge her to a game. 
When you have won it, jump on the cab 
to the Theatre District. Speak to Marian. 
She has a Mandragora Card, which would 
look nice in your collection. The guard 
who is standing near her also has some 
nice cards. 

Leave the station for another ATE 
involving Steiner. There’s some Ore in the 
Artist’s house and some money in the 
bushes. Everyone in this sector plays 
cards but none of them have anything 
that’s worth fighting for. Go down the 
stairs and into the Tantalus Hideout. 

Have a chat with the kids and when 
they’ve gone, raid the chests. Don’t 
forget the Mini-Burmecia from the bunk- 
bed. What? Another ATE? Hey, it looks 
like the gang managed to get out of the 
Evil Forest after all. Thank goodness, the 
guilt was really getting bad. Go down 
the stairs - there are a bunch of crazed 
women queuing to see some actor 


Business 

District 


You’ve got some free time ahead of 
you. Vivi wants to go off on his own, 
which is fair enough. In an ATE, Mogster 
will teach you about Synthesis. More 
about that when you come to it. There are 
two places that have been recommended 
to you in Lindblum - the Synthesis Shop 
and the Colour Fortunes Shop. Keep an 
eye out for them. Use the map to find 
Card Freak Gon’s house. There is a man 
called Wimpy Guy outside. It’s worth 
challenging him to a game as he has an 
Ironite Card. Card Freak Gon doesn't 
have any new cards, but it’s worth beating 
him, just to feel smug! 

Go to the Weapon Shop and buy a 
Mage Masher (trust us), a Steepled Hat 
and some Glass Armlets. Now go to the 
Chemists - they’re out of Kupo Nuts 
(damn shame) but pick up some Softs 
while you’re there. Now it’s time to go to 
the Synthesist’s Shop. Pick up the Silver 
Gloves, which are lying next to Torres. Go 
to the front of the counter and talk to 
Wayne. If you have been following the 
guide, you should have enough items and 
Gil to be able to buy everything. Even 
though The Ogre is more powerful, equip 
The Butterfly so that you can learn its 
abilities. Give Zidane the Yellow Scarf as 
well. Go to the Church and challenge little 
Yaup to a game of cards. He’s quite good 


Theatre District 


Industrial 

District 
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FINAL FANTASY IX 


Festival Of 
The Hunt 


The Festival Of The Hunt is an event that happens every year in Lindblum. Tons of animals are 
set loose in the three main districts. It's then up to the hunters to battle it out. Each successful 
battle earns the hunter a set amount of points. The hunter who has gathered the most points 
when the clock reaches zero is the winner. Zidane, Freya and Vivi are taking part. If Freya wins, 
she will receive a Coral Ring. Coral Rings will turn up soon enough, so it’s not a great prize. Vivi 
will win a card, but Vivi never wins! Zidane has the chance to win 5000 Gil. If you want to win, 
you’d better follow these tips... 


Recommended Level: 13 

Equipment: The Ogre, Steepled Hat, Glass Armlet, Bronze Vest. Yellow Scarf 

Go down to the Air Cab. It will automatically take you to the Theatre District. Jump back in and 
go straight to the Industrial District. Fight the Fang that is chasing the cat. Run up the stairs 
and fight the Mu. Now fight the Fang and the Trick Sparrow in the far corner. Ignore the other 
Trick Sparrow and make your way to the Theatre District. There is a Mu circling the old man 
outside the station. Fight it, then fight the Fang which comes out of the theatre. Ignore the Trick 
Sparrows and go to the Business District. A Trick Sparrow will swoop down at you so you’ll 
have to fight it. As you pass the door on the right, a Mu will jump out at you. Run to the next 
section and challenge the Fang on the left. Go up to the church area. Kill the Fang, then run 
back to the previous area. You will see Vivi running away from a Fang. Kill the Fang, then go to 
the Synthesist’s Shop. The boss creature, Zahgnol, is waiting for you. Freya will turn up to help 
you. It should only take four strikes to kill him. Be wary, as his Heave move hurts quite a bit. As 
long as you kill the Zahgnol, you are bound to win the competition. 
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[BELOW] Dagger has put 
Sleeping Weed in the After¬ 
hunt feast. Feeling... sleepy... 


During the presentation ceremony, a 
Burmecian messenger will arrive. He’s 
nearly dead! The war has begun. Freya’s 
home town has been attacked by Black 
Mages. It can only be Queen Brahna. 
Steiner, as usual, doesn’t want to have 
anything bad said about his Queen. 
What an idiot - he’s going to have to 
snap out of it soon, otherwise he’ll get 
completely crushed by the opposition. 
Dagger wants to try to talk her mother 
out of it, but Cid and Zidane are 
adamant about her safety. Dagger gets 
around it by putting Sleeping Weed in 
everyone’s food (remember, Zidane gave 
her some earlier). She then sneaks off 
with Steiner, who is more than happy to 
take her away from these vagabonds. 

By the time the gangs wakes up, 
Dagger is long gone. It’s a real shame, 
and the road ahead is going to be all the 


more difficult without a healer, but you 
need to get to Burmecia. Equip your 
party as best you can. Use the lift to ride 
to the base level. Take the train to the 
Serpent’s Gate. There is a chest here 
containing a Wyerd Card. Jump back 
into the train, and go to the Dragon’s 
Gate. Moonte is here. Read the letter 
from Stiltskin before you leave. 

Congratulations! You’ve won with the 
highest score in the history of the hunt! It 
was expected of course - Zidane is 
pretty nifty with a Dagger and Vivi was 
running away most of the time. Oh, and 
there was the fact that you took all the 
points from battling the Zahgnol. Why 
didn’t Freya say anything? She must be 


raging inside 
or maybe she 
has got the 
hots for Zidar 
as well. By th 
end of this mi 
Zidane is goir 
have a whole 
women at his 
feet. Why? 

He looks 
like a 
monkey! 
Anyway, on 
to more 
important 
things. 













The vast expanse that lies ahead of 
you is the Eunorus Plain, home to 
Ladybugs, Serpions, Hedgehog Pies 
and Vices. None of these should cause a 
problem. The Serpions have a Poison 
Counter move but as long as you have 
Antidote equipped, you won’t feel a thing. 
Over to the right of Lindblum is a large 
forest. You can take part in your second 
Pop Quiz! Remember that the questions 
are random - we’ve tried to list as many 
as we can in the back of this magazine. 
Head over to South Gate. This is where 
the Tantalus crew were earlier. Restore 
your health at the spring and grab the 
Ether. Now it’s time to catch a Chocobo! 

Make your way to Chocobo Forest. Be 
careful, as there are Ironites in this area. 
Speak to Mene about Chocobos. She’ll 
give you some Gysahl Greens and 
instructions on how to catch Choco. 

Leave the forest and press R1 to get a 
bird’s-eye view of the landscape. This will 
make it easier to see the Chocobo tracks. 
Stand on the tracks and use the Gysahl 
Greens. Ride Choco back to the forest. 
Buy some Greens from Mene, then ask 
her about the big secret. It turns out that 
she can’t ride Choco, but you can. Play 
the Chocobo Hot And Cold game. Keep 
playing it until you find the Stone With 
Patterns On. This stone is a Chocograph. 
Leave the forest and press ▲. Set the 
Chocograph to search for the streamside 
location. There is a place to the south of 
here where the river meets the ocean. Get 
Choco to dig for treasure in this area. 
Okay, so the treasure isn't all that, but 
you’re bound to find something great 
sooner or later. 




The last place to visit before you go to 
the grotto is Qu’s Marsh. This is where 
the Mogster lives! Resist the temptation to 
cane his cocky ass - run through the 
reeds until to get to an opening. Isn’t that 
the Head Chef from the castle? He/she/it 
doesn’t seem to be paying you much 
attention. It’ll soon talk to you if you catch 
a frog. Follow it back to its master. Quale 
will ask you to take Quina with you on 
your travels. Hmmm, this thing is really 
weird, but you do need all the help that 
you can get. Sure, why not. 

Vivi seems to think that Quale looks just 
like his grandfather. Huh? Vivi’s father was 
a Gourmand? Quale doesn’t want to talk 
about it, anyhow. Go back to the frog 
pond and let Quina catch some frogs. 
Quina has an ability called ‘Eat.’ If enemies 
are low on HP, he/she/it can swallow 
them whole. Quina will then learn the 
ability which characterises that enemy. 

Not all enemies taste good - you’ll just 
have to try them all! Ride the Chocobo to 
Gizamaluke’s Grotto - you really should 
be getting to Burmecia! Equip the new 
boots and enter the grotto. 

This is bad - the Burmecian guards are 
lying everywhere, dead. You'd better hurry 
or it’ll be too late! Hold on, there’s a 
survivor. He’s just hanging in there. It 
looks like you’ll need this bell - ring it to 
get through the doorway. Huh, should’ve 
known that they would be behind this. 
Shove the Mages out of the way and go 
through the arch. Kill the next two Mages 
to receive another bell. This bell can be 
used to open the large doors at the top of 
the stairs. Hold on, what’s this? What is a 
Moogle doing here? It turns out that 





Mogmi has just held her wedding here, 
but the bell fell on her husband! Right, 
okay... she seems to think that Vivi’s 
Kupo Nut will solve everything. Wow, 
that’s one strong Moogle! Get the bell 
from the chest and go into the right- 
hand door. Cool, they have received a 
letter from Moodon. Read the letter and 
save your progress. 

It is possible to climb up the vines to 
a plateau, but we wouldn’t recommend 
it. Well, okay, you can go up there, but 
you’ll be sorry! Go back into the grotto 
- as you leave, Moguta will give you the 
Holy Bell. There is a stairway that runs 
around the room. Walk along it and pick 
up the Magus Hat from where the 
stairway is crossed by the path. Give it 
to Vivi straight away. Make your way 
back to the dead guard at the start of 
the grotto. It might seem a bit grim, but 
you’ll have to search his body to get 
another bell. Go back to the room with 
the large doors. Open the door on your 
left. There is some more Bronze Armour 
up here, as well as the final guard. This 
bell will open the door on the right - 
you won’t need to do that, as you’ve 
taken the quick route. Use the Hoi'/ Roll 
to open the door to the left of the 
bell. Equip The Ogre and Headge< 

(all members). Now what could be 
through here? 


[ABOVE] This bell fell on the 
Moogles while they were 
getting married! A Kupo Nut 
soon sorts it out. 
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Boss: Gizamaluke 


Burmeci&n Soldier 
“Master Gizamaluke has gone mad, 
He's being controlled by some 
strange clowns.” 


Recommended Status Level: 13 
Boss: Gizamaluke 
HP: 2500 
AP Received: 5 

Carried Items: Ice Staff, Magus Hat, Elixir 
Items Received: Tent 

Attacks: Crash, Water, Silent Voice (Silence) 


Zorn and Thorn have taken control of the Burmecians’ guardian. It 
has a lot of hit points, but it doesn’t have any major attacks. As long 
as Zidane has learnt Bandit, stealing the items won’t be a problem. 
Once you have them, attack with Zidane, cast Thunder with Vivi and 
Jump with Freya. If the boss casts Silent Voice on Vivi, counter it with 
Echo Screen. A Shift Break from Zidane and you’re laughing! 


vivi- 

Zidane 

Freya 




Hmmm, so that’s where they got to. 

Everyone is on the look out for the 
Princess, so it’s going to be hard to get 
her past the border. How on earth did he 
get her to agree to sit in a sack of Gysahl 
Pickles!? Well, it worked. There’s a 
Multina Racket on the left as you walk in. 
Talk to the creature on the left. He’s 
supposed to be fixing the gate - it’s not 
like you’re a creep or anything, but if you 
get him into trouble it will take some of 
the attention off you. Find the Chief 
Engineer and let it slip about his 
employee’s antics. Now we need to get 
that woman out of the way. Perfect! just 
tell her to go and console her 
unemployed friend (damn it Princess, 
stop kicking!). Ah, the coast is clear. Uh- 
oh, we’ve been spotted. What does he 


want now? Oh, guess we would need a 
Gate Pass to get through. 

Now that the guard has gone, you can 
go down the alleyway and let Dagger out. 
Explore the area and talk to Grimo. He 
has a letter which he wants you to deliver 
to Nazna. Save your progress and jump 
onto the train. 





[BELOW] You’ll have to use the 
Cable Cars to get beck to 
Alexandria. Gate Pass, anyone? 






THORNY RECSmON 


You are back in control of Zidane’s 
party. Head north to North Gate. This 
place is guarded well, so don’t even try to 
get through. Ransack the chests and get 
out. Before you go to Burmecia, explore 
the area. There are Lizard Men, Nymphs 
and Skeletons everywhere. The sandstorm 
area is inaccessible at the moment. 

Burmecia is a mess. Bodies are strewn 
everywhere, and the persistent rain is 
washing away all signs of life. You must 
hurry! Pick up the Cancer from behind the 
wheelbarrow on your left. Ironites, Magic 
Vices and Basilisks patrol the area, so 
keep on your toes. When you reach the 
balcony you will be greeted be Zorn and 
Thorn. They're always one step ahead - 
their time will come. Take out the Type A 
Mages, and go up the stairs on your right. 
Grab the Soft, then head upstairs. The 
chest in the foreground is, in fact, a Mimic. 
Defeat it and go through the door. You 
won’t be able to go through the double 
doors just yet, so go into the next room. 
Woh, the floor just caved in! Remember 
the position of that chest in case you ever 


come back. Go back outside (where the 
Mages attacked you) and enter through 
the left-hand door. Search the chests, 
then head upstairs. There is another 
Mimic by the door. The next room has 
nothing of interest, but it allows you to get 
to the balcony, from which you can jump 
to the opposite side. The Burmecian will 
tell you that the bell (the one to open the 
double doors) is by the bed. Grab the 
Protection Bell and open the chest - 
quickly get back to the double doors and 
use the bell. 

Dan will come running down the stairs 
with his family. Apparently there are Black 
Mages everywhere, and he doesn’t know 
where the King is. Are you too late? Go 
through the doorway ahead of you. What 
is wrong with these people? They all give 
up so easily. Run up the stairs and go 
through the opening on the far left. There 
are some chests to search first. They 
don’t contain anything special, but it all 
counts, right? The final Mimic is on the 
right-hand side. Now go through the 
double doors. 
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There’s the castle - just a bit further. 

Check out the door on the left. Hey 
Freya- surely you could use that spear? 
Yup, she can. The Mythril Spear enables 
her to use Reis's Wind, a regenerative 
spell for the whole party. Now go and 
check out the door on the opposite side. 


Thank the lord, it’s a Moogle! Give Atla 
the letter. In return, she’ll give you a Kupo 
Nut (you know what to do with that, don’t 
you?) and ask you to deliver a letter to 
Monev. Well, well, well - this is turning 
out to be quite a cosy little get-together. 

All we need now is... speak of the devil, 
it’s Stiltskin! Buy his treasures from him, 
and don’t forget to grab the Lightning 
Staff from the back of the room. Rest up 
and save before you leave. 

Upon approaching the castle doors, 
you’ll realise that there is no way in. 

Zidane is just about to go and look for 
another way when Freya jumps 15 metres 
into the air and disappears into the castle. 
Hey, we can’t all do that! Ten minutes later 
the rest of the party catches up with her. 


Beatrix^ 

Recommended Status Level: 17 
Boss: General Beatrix 
HP:- 

AP Received: 0 

Carried Items: Mythril Sword, Chain Plate, 

Phoenix Down 

Items Received: Nothing 

Attacks: Shock, Thunder Slash, Stock Break 


FLUFFY WHITE DRAGONS 


Immediately cast Mighty Guard (if you have it) 
and Reis’s Wind. Get Vivi to Focus, then use 
Blizzara and Thundara. Use Zidane to steal 
the items. You won’t have to worry about 
holding back until he has stolen them, as 
Beatrix has plenty of HP. If you manage to get 
her Mythril Sword you’re very lucky! Her 
Shock move will hit for around 600HP, so 
make sure that your levels are high enough. 
When she gets bored, she’ll turn around and 
use Stock Break on you. This will reduce you 
all to 1HP and leave you sniffling on the floor. 
Kuja just laughs and flies away on his fluffy 
white dragon. Damn him! 


You’ll get a bit of an insight into why Freya 
has been wandering around for the past 
five years. All because of a lost love 
(sigh). Snap out of it girl, we need your 
full attention on this one! Hold on, who is 
that ‘Kuja’ person? It looks like he’s 
working for the Queen. 

Oh no! There always has to be a hero. 
We could have got out of here without 
them knowing, but now we’re going to 
have to save that guy's life. The trials of a 
warrior! Here goes... 


[BELOW] Burmecia is a 
complete tip. It’s unlikely that 
they’ll ever restore it. 
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HE'S BACK 



The Cable Car is about to arrive at 
Summit Station. This is the change-over 
point, where the train for Treno leaves 
from. There is a shop inside which will sell 
you some new weapons for Dagger. Buy 
whatever you need, then talk to Nazna in 
the corner. You have a letter for him. He 
will ask you to deliver one to Mochos. 

Take the letter and save your progress. 
There are some great cards to collect in 
this area. The two workers and the chef 
have Anti ion, Hecteyes, Crawler and 
Ralvuimahgo Cards. You may have to 


keep beating them for a while, as they 
won’t play with them straight away. When 
you’ve finished, go and talk to the 
attendant. Marcus and Cinna will turn up. 
They’ve missed their train due to Cinna 
being a fat waster. Never mind, it means 
that you can find out where they’ve been. 
Or you could if that idiot Steiner would let 
you talk to them! While you are seeing to 
Steiner, the cable car to Alexandria will 
turn. Jump on! Marcus is going to Treno 
as well - apparently he has found an item 
called Supersoft, which will cure Blank. 


Boss: Black Waltz III - 

The Return 


Yawn, yawn, yawn. You really think that you can hurt us with your Fire and 
Thunder attacks. Geez, that was so four hours of gameplay ago! Steal both the 
items with Marcus, then attack with Marcus and Steiner. A bit of a distraction, 
that's all. Be gone foul creature. 


Recommended Status Level: 
Boss: 

HP: 

AP Received: 

Carried Items: 

Items Received: 

Attacks: 


8 

Black Mage III 

1300 

5 

Steepled Hat, Lightning Staff 
Nothing 

Hit, Freeze, Fire, Thunder 




[ABOVE] You’ve got some time to kill until the 
Cable Car turns up. Why not play some 
cards? There are loads of new ones to win. 



0 * 99 er 2*50 52 

Steiner 307 55 


^2 


You will finally reach Alexandria 
Station. Buy some supplies if you wish 
- don’t bother playing cards with her. 

She hasn’t got anything decent. Going 
left at the junction will take you out to 
Nolrich Heights. There isn't much to do 
there, so take the right-hand path. Jump 
over the broken bridge and grab the 
money. Ta-da! Welcome to Bentini 
Heights. Treno is up on your right, but 
you should explore a bit before you go 
there. Mr Ghost can be found in the 
forest. Give him some Ore and receive 
10AP in return. Thank you kind sir (you 
have to be polite - he seems kind of 
posh). There’s a new enemy to be found 
in this forest - the Mandragora. They 


come in groups of two or three, and will 
cause you a bit of a problem until you 
increase your levels. Follow the forest 
until you come to a cave. This is Quan’s 
Dwelling. That name rings a bell. Hey, 
that’s Vivi’s grandfather. This must be 
where Vivi used to live. Climb down the 
rope and run to the end of the walkway. 
There is a Scorpio, an Ether and a 
regenerative spring down here. Go into 
the next room. There’s a large egg on a 
stool and some writing on the wall. 

What? Still too small to eat? You 
should’ve know that a Gourmand couldn’t 
be nice to someone. Guess it’s lucky that 
Quan died! There’s nothing else to find, 
so you may as well head over to Treno. 








DISC TWO 



[ABOVE] Treno is full of criminals. Watch your 
belongings guys. They’re likely to disappear in 
the blink of an eye. Where’s that Supersoft? 


Card 

Tricks 

There are loads of cards to be won and found 
in Treno. The nobles here have enough money 
to buy any cards that they can’t win, and the 
criminals just steal them! The best people to 
play against are the Thug and the Nobles who 
are standing near the entrance. You can also 
play in the Card Tournament at the stadium, or 
against Queen Stella. There is a Tonberry Card 
to be won by defeating the monster in the 
Knight's House and a Yeti Card in a chest near 
the Items Shop. Phew! 




DARK CITY 


Steiner just can’t keep his comments 
to himself, can he? Now the Princess 
has gone - thanks to him, she gets 
mugged. That means that you lose 
money, by the way! Check out the 
fountain on the left. Keep putting money 
in until you get the Gemini coin (it takes 
around 100 Gil). There will be several 
ATEs as you explore the city, involving 
Dagger and Marcus. The first thing to do 
is to try and apprehend the thief. You 
might want to play some cards too - 
most people in this town have great 
cards in their collection, it’s just a matter 
of playing them enough. Among the cards 
available are Mandragora, Sand 
Scorpions, Sand Golems, Blazer Beetles 
and Zuus. The only people that don’t 
have any decent cards are the Cafe 
Carte-gang. Go into the Bishop’s House 
(opposite the cafe).The four-armed thief is 
there. Steiner doesn’t know who he is, 
but the thief pretty much tells Steiner that 
he did it. He’s so scared that he gives 
you a Power Belt! What a loser! Follow 
the corridor to the shop. There are some 
new accessories to buy. Visit the Weapon 
Shop on the other side of town if you fall 
short of some of the requirements. 

Now it’s time to visit Queen Stella. You 
should have collected four Stellazio Coins 
by now. Give them to her in exchange for 
1000 Gil, a Phoenix Pinion, 2000 Gil and 
a Blood Sword. Equip the Blood Sword 
straight away. This next part may seem 
impossible, but follow our instructions and 
it will be a breeze. Go to the Knight’s 
House. There is a monster in the room 
below you. The shopkeeper will tell you 
that the owner likes to watch people get 
defeated by it - well, it looks like you’ve 
never met anyone as hard as us then! The 
monster uses Wind attacks, so equip the 
Bronze Armour. This will cut wind attacks 
by 50%. Equip the Power Belt and switch 
on Counter, MP Boost and Bird Killer. 

This is a lethal combination. The 
monster will probably get in the 
first hit. Steiner will counter it, 
and then attack. This is enough 
to kill the monster! Steiner’s 
attacks take off so much due 
to the MP Attack and the Bird 
Killer. The Blood Sword lets 
Steiner gain any damage that he 
inflicts. In this fight at least, you’re 


pretty much invincible! Your prize will be 
the Tonberry Card. Go and find Dagger at 
the Auction house. You can buy items 
such as the Reflect Ring, Doga's Artifact, 
Line’s Mirror, Mini-Cid, Madain’s Ring and 
the Griffin’s Heart. Try bidding for the 
Mini-Cid, it could be unobtainable later. 
Everything else will cost far too much - 
you’ll be able to find them cheaper later 
on. Go towards the Items Shop. Mogrich 
will fly out from the turret. Use him to save 
your progress, then go to the Items Shop 
and search around behind it for the 
Taurus. Take it to the Queen in return for 
5000 Gil. Head over to the Inn and speak 
to Marcus. It’s time to go and retrieve the 
Supersoft. You’ll get there by Gondola. 

It turns out that the Supersoft is being 
kept in the Synthesist’s Shop. Hold on, 
there's someone coming. It’s Dr Tot, 
Dagger’s old tutor! He agrees to get the 
Supersoft for you, you’ll have to meet him 
in his tower. You know where to go. 


























Jgargan &oo 


You need to get back to Alexandria. Get 
the Supersoft from Dr Tot. Dagger will 
have a flashback - ahhh, isn't she cute! 
Enough of that. The Doctor has a method 
of transport which you can use to get to 
Alexandria quickly. Climb down the hatch 
into Gargan Roo. You’ll need to find the 
switch to activate this transport that he 
keeps talking about. Before you go, give 
Mochos the letter from Nazna. Cor, the 
whole Moogles in love thing is starting to 
get a bit complicated. Stop thinking about 


it, and take the left-hand path out of here. 
There is a chest and a switch in this next 
room. It’s worth staying in here for a while 
- the enemies (Dragonflies and Crawlers) 
will boost your levels, and with the Blood 
Sword they will fall like flies. This is also a 
good chance to learn a lot of abilities. 
Equip Dagger with the Cachusha and 
switch on Ability Up. This will decrease the 
amount of time that it takes her to learn an 
ability. It is possible to have everything 
learnt before you leave this room! 


Go back and take the 
right-hand path. Pull the 
chord at the far end, as Dr 
Tot tells you to. What is that? 
It looks like a giant insect 
pulling a basket. Well, if it 
does the job... Now you will 
have to stop it. Go to the 
other end of the corridor 
and push the ‘Feed’ 
button. Now jump on 
- that was a bit easy! 




Status Level 


Recommended 

Boss: 

HP: 

AP Received: 
Carried Items: 
Items Received 
Attacks: 


16 

Ralvurahva 

3000 

0 

Bone Wrist 
Nothing 

String (slow), Devil’s Kiss, Blizzara 


Looks like you spoke too soon. The Gargant won’t 
go any further because there is a huge worm-like 
creature in the way. With Steiner’s current set-up, 
you won't have a problem removing it. Use Marcus 
tom steal, and attack with Steiner. Now that was 
one easy boss! 

You are now in the depths of the Alexandrian 
castle. Dagger seems to be worried about 


Ik. 




something, but as usual, Steiner knows best... 
or not. Zorn and Thorn are out of reach yet 
again. Something bad is going to happen to 
them very soon - you can just feel it! 
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[ABOVE] Sand Golems have 
got one huge weakness - one 
shot of Blizzara to the core! 



Zidane’s team has just about recovered 
from the beating that Beatrix gave 
them. There isn’t a second to lose. If you’re 
quick, you can get to Cleyra before Brahna 
has time to get her troops there. Cleyra lies 
inside the sandstorm which you will have 
seen earlier. The path will take you into 
Cleyra’s Trunk. The sand has seeped inside, 
leaving many openings blocked. Hit the 
switch on the right-hand side to open the 
door. There are Dragonflies, Carrion Worms 
and Sand Golems in this area. When the 
Sand Golem is standing up, don’t attack 
the core, otherwise it will counter you. 
Attack the sand until it falls, then attack the 
core. Alternatively, use Blizzara on the Core 
to kill it straight away! There are two chests 
to find in the room with the tree. Go through 


to the next area. There is a climbable vine, 
but it has no use at the moment. Carry on 
up the path until you get to a dead end. 
There is a hole by your feet. Stick your hand 
in and pull the switch. Uh-oh, this is all very 
Indiana Jones. 

Go back to the climbable vine. The sand 
has filled in the cavern, and you can walk 
across the surface. Keep going and you will 
find Monev, quite happily standing in the 
mouth of his cave. Give him the letter from 
Atla and save your progress. At the next 
fork, head left for the Flame Staff, then 
double-back on yourself and go right 
(following the sign for Cleyra). This path will 
take you across an old wooden bridge and 
into a large cave. There are two exits to this 
cave. The first is directly ahead of you - it 



leads to a lever which shuts off some of the 
sand flow. The second exit is on the left. 

This one will take you to the areas that have 
been affected by the lever. After you have 
hit the lever, take the left-hand exit, then go 
right at the fork. Grab the Elixir. The next 
room has a number of quicksand spots. If 
you fall in, hammer the X button to jump out 
again. Otherwise, you’ll have to fight against 
a Sand Scorpion. Follow the path until you 
get to the ladder. Pick up the Gysahl 
Greens from behind it, then climb up into 
the Cleyra Settlement. 

















DISC TWO 





The Antiion's Sandstorm attack reduces your party’s HP to yellow alert. When this 
happens, use Quina’s White Wind (what, you haven’t learnt it yet? Use Potions and 
Hi*Potions instead) and Freya’s Reis’s Wind to heal yourself. Cast Slow with Vivi and 
Soulblade with Zidane. This will slow it down and cause it to miss with the Counter 
Horn. Steal the items, then cast Blizzara two or three times to defeat it. Easy stuff! 


WATERWHEEL 


Once you have seen the ATE in which 
Quina eats the mushroom, go back to 
the Antlion’s Lair. Quina will jump into 
the pit - you’ll have to go after it. You 
land on a platform near the base of the 
trunk, right next to two chests. Grab the 
treasures, and make your way back up 
to the settlement. Once there, go up to 
the Cathedral. Freya has left a message, 
asking you to wait at the Inn. Grab the 
Yellow Scarf, and go to the Inn. Before 
you even get there, a Burmecian will 
beg you to help him defeat the Antiion. 

It has captured a kid! Before you go, 
make sure that your current team has 
Bright Eyes equipped. When you get 
there, you’ll see that the kid is none 
other than Puck. What on earth is he 
doing here? 

No sooner is Puck safe than he’s off 
again. The Antiion was upset about 
something. Perhaps it sensed evil 
approaching. The Cleyrans decide to 
perform the ancient dance with the aid 
of Dragon Knight Freya, in the hope that 
it will succeed in strengthening the 
sandstorm. At the end of the long 
dance, the strings on the magical harp 
snap, all at once. Now come on - if that 
isn’t a bad omen, what is? No sooner 
have the strings snapped than the 
sandstorm breaks down and disappears. 
This is not good 


Boss: AntJion 


One of the Burmecians will offer to 
give you a guided tour. You had better 
take her up on it - Vivi will only moan 
otherwise. Hmm, looks like they have 
everything sewn up. It’s so noisy up here 
though! Go into the area behind the 
guide. This is where the Antiion lives. 

Pick up the money from behind the sign, 
and go back to the guide. There will be a 
couple of ATEs to see while you are 
exploring. Quina can’t find anything to 
eat - not a good thing considering the 
fact that it is only staying with you so 
that it can find new food-types. Go to the 
Waterwheel and talk to Moon Maiden 
Claire. Apparently the sandstorm is 
summoned by performing a sacred 
dance to the melody of the magical harp. 
There must be something in the water - 
they’re all mad! Pick up the Thunder 
Gloves before you go. You will find Star 
Maiden Nina by the Windmills. She has 
some items for sale, so stock up if you 
need to. There is a Phoenix Pinion on the 
floor. Vivi needs a comforting shoulder at 
the moment, so go over to the Inn and 
chat with him. There are some items and 
money to be found while you’re here. 
Mopli is upstairs, and has a letter for 
Zidane. Ruby is starting up a theatre of 
her own. She has got enough drama in 
her to spread around the whole of Gaia, 
so she should do well! 


Recommended Status Level: 
Boss: 

HP: 

AP Received: 

Carried Items: 

Items Received: 

Attacks: 

Counter Horn 


20 

Antiion 

4000 

5 

Gold Helm, Mythril Vest, Annoyntment 
Annoyntment 

Trouble Mucus (Trouble). Sandstorm (Darkness), 




39 


















Meanwhile, Steiner and Marcus have 
been locked in a cage which is hanging 
high above the floor. Just how stupid is 
Steiner? He still has faith in his Queen. 
Dagger is in her room trying to figure out 
what is going on. Uh-oh, here comes 
trouble. Dagger still hasn’t got the hang 
of it, has she? Zorn and Thorn take 
Dagger to see Queen Brahna and Kuja. 
Do what? Extract what!? Damn it Zidane 
- where are you when we need you? 

Now you can see why the Queen has 
suddenly changed. Dagger’s powers 
couldn’t be extracted until she was 16 
years old. 
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Cleyra 

Recommended Status Level: 20 

Boss: General Beatrix 

HP: 

AP Received: 0 

Carried Items: Ice Brand, 

Thunder Gloves, 
Phoenix Down 

Items Received: None 

Attacks: Slash, Thunder 

Slash, Shock, 
Stock Break 


You have to wonder what the point in battling 
her is. After all, when she decides to, she can 
defeat you all with one hit. Still... Immediately 
cast Mighty Guard with Quina, and Reis's Wind 
with Freya. Get Vivi to focus and use Blizzara. 
Steal the items with Zidane, and then attack. 
When Beatrix gets bored, she will use Stock 
Break on your entire party. 


Zidane and Freya are going to check 
out the trunk, just to make sure that no 
one is going to attack from that 
direction. Before you go to the entrance, 
visit the Cathedral. Go into the Throne 
Room and speak to the High Priest. He 
will give you the Emerald. There a couple 
of other items to pick up in here before 
you go. Head down to the Inn. Dan will 
sell you a load of stuff if you need it. 
Who’s that upstairs? Hey, it’s Stiltskin! 
He’s got some items for sale. Buy them 
from him, then talk to Mopli. She has a 
letter from Monev. Oh no! Monev says 
that people are climbing up the trunk. 

You had better get down there. 

Equip everyone before you leave the 
settlement. Make your way back down 
the trunk. What the... Alexandrian 
soldiers? Here? That was quick. Kill 
them! Keep fighting until you get to the 
bridge. This all seems a bit too easy. 

Ever get the feeling that you’re being led 
away? It’s Puck. He says that the town is 
being attacked. Get back there as soon 
as you can. 

Type B Black Mages are attacking the 
inhabitants. No! There goes Dan! Take 
out the Mage, then go and see Mopli in 
the Antiion’s Lair. She wants you to 
deliver a letter to Serino. Take it and save 


Beatrix I 


(ABOVE] Puck rushes back to 
grab the warriors. Black 
Mages are attacking! 


your progress. Equip Man Eater and 
Devil Killer with whoever has it. You will 
eventually have to make some decisions 
as to which way to send people. Send 
the first two Cleyrans to the right-hand 
path. Send Dan’s family to the left-hand 
path. In the next area, send them down 
the left-hand path. Some soldiers will 
engage them, but you'll get there in time. 
Take them to the look-out point and tell 
them that it still isn’t safe. You will get 
surrounded at the Cathedral. There is no 
way that you can save them all. Hold 
on... who’s that? A strange man with a 
long axe-headed spear appears, as if 
from nowhere, and kills all of the 
enemies. If he looks familiar, that’s 
because you have seen him before in 
Freya’s flashbacks. Yup, it’s her long-lost 
love, Sir Frately. Puck explains how he 
found the ex-Dragon Knight on his 
travels. Sir Frately must have received a 
serious knock to the head to have 
forgotten so much. Anyway, that doesn’t 
matter. What does matter is that Beatrix 
is standing right next to you! She nabs 
the jewel and runs off. She’ll pay for that! 
The survivors will all have something to 
give you. Among the items will be a Zuu 
Card and a Nymph Card. Save your 
progress before you go outside. 
















Zidane doesn’t seem at all phased by 
the destruction of Cleyra. Like a true 
leader, he is focused on the job at 
hand. Right now, you’ve got to worry 
about who is on this ship. Beatrix seems 
pretty peeved about what just happened. 
Maybe she could be swayed away from 
the Queen. What!? Queen Brahna is 
going to have Dagger beheaded! You’ve 
got to get to Alexandria now! Hold on, 
that was a Moogle. It’s Serino. Give her 
the letter. She also has a letter for you to 
deliver. Vivi reckons that you should use 
the pod to get to Alexandria. Sounds like 
a good idea. Let’s go. 

Meanwhile... you really need to get out 
of this cage. The door isn’t locked, but it’s 
a long way down. Push Left on the D-pad 
to start swinging. Let gravity swing the 
cage back - as it passes its lowest point, 
press Right to swing the other way. Once 
the cage is swinging enough, you will 
have time to press Left/Right twice in one 
swing. It won’t be long before you smash 
into the platform above. Obviously, this 
has grabbed the attention of the guards. 
With your newly equipped Ice Brand, they 
won’t be a problem. Fight off the guards, 
and climb the ladder at the far end. 
Steiner must be loving this - showing 
Beatrix’s soldiers who’s boss! 

Marcus is off to save Blank - not a 
problem! Zidane and co have arrived. The 
Red Rose will be here in 30 minutes. You 
need to find Dagger before then. Go 
straight into the castle. You may as well 
fight all of the soldiers that you come 
across as you have quite a lot of time. 


Everyone in the library has been doing 
research into the sacred crystals. They all 
seem to think that there is a secret in the 
purple flame which can be found in the 
Queen’s room. Get up there as quickly as 
you can. There is a book in the left-hand 
library - an evil book, which will challenge 
you to a fight. Firstly, you don’t have the 
time, and secondly, it is far too strong for 
you to beat right now. Go ahead and try if 
you must, but you’ll be dead within two 
minutes! There is nothing to be found in 
any of the rooms, so don’t bother 
exploring. The only information of interest 
comes from one of the chefs. Apparently, 
the Queen’s favourite dish is Deep-Fried 
Bat. Could be useful in a Pop Quiz? 

Go into the Queen’s Chamber. There’s 
that purple flame. Ah, the candle moves 
likes a lever. Go into the fireplace. Follow 
the stairway until you get to a circular 
platform with two exits. Heal yourself and 
get ready for battle - you’ve been waiting 
for this for a long, long time! 

In an ATE, Marcus has reached the Evil 
Forest, and is about to give the Supersoft 
to Blank. Good old Marcus - faithful to 
the last. Enough talking, you’ve got to get 
Dagger to safety before the Queen gets 
down here. The best way would be to go 
down the stairs and take the Gargant, but 
the barriers are still up. Up the stairs it is 
then. For some bizarre reason, Zidane 
wants to let Dagger rest. The Queen is 
going to be here any second - what are 
you thinking? Steiner finally seems to be 
getting a grip on things. Maybe now he 
won’t be such an idiot. 


[ABOVE] Zidane and gang use the Red 
Rose to transport to Alexandria 
Castle - right into Steiner’s path! 


[ABOVE] Now that Zidane’s here, 
Marcus can get the Supersoft to 
L ^ The Evil Forest. Run! 


Boss: Zom 
and Thom 


Recommended Status Level: 22 


Boss: 


Zorn and Thorn 


The only hard thing about this fight is stealing tho Items. It Is nigh-on impossible to 
steal the Stardust Rod, and if you try for too long you will run out of time. The pesky 
jesters' attacks won't hurt you much. Slow and Soulblade will affect them. A couple 
of MP Attacks from Steiner will send them running to their mistress. Get over to 
Dagger as soon as you can. 


0 

Mythril Armlet, Mythril Armour. Stardust Rod, 

Partisan 

None 

Meteo Strike, Light Flare 


HP: 

AP Received: 
Carried Items: 


Items Received: 
Attacks: 
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Boss: Ralvuimahgo 


Recommended Status Level: 22 
Boss: Ralvuimahgo 

HP: 3500 

AP Received: 7 

Carried Items: Oak Staff, Adaman 

Vest, Phoenix Down 
Items Received: Ether 

Attacks: Ultra Sound Wave 

(Mini), Thundara, Stab 


At last, an opportunity to get another staff for 
Vivi! This boss’s Ultra Sound Wavw will cast 
Mini on whoever it hits - this shouldn’t cause 
too many problems. Cast Soulblade with 
Zidane, and use Dagger to cure your party. 
Don’t bother attacking it when it coils up. Use 
this opportunity to steal from it. It doesn’t have 
many HP and will be dead in no time at all. 


Boss: Beatrix in the 
Queen’s Chamber 


Not again! Use all the usual tactics. This time Slow seems to affect her. Steal 
the items, then keep attacking with Steiner. Beatrix has got a new move to 
use on you when she gets bored - the Climhazzard! 


Recommended Status Level: 
Boss: 

HP: 

AP Received: 

Carried Items: 

Items Received: 

Attacks: 


22 

Beatrix 


0 

Survival Vest, Ice Brand, Phoenix Down 
None 

Slash, Thunder Slash, Shock, Climhazzard 


i x 


93? 83 


(ABOVE) Caught in the act! 
Zorn and Thorn skip into the 
room just as you are leaving. 


Zidane quickly makes the General see 
sense. After all, it is her duty to protect 
the Princess, even if it is the Queen who 
is hurting her. Beatrix will now be in your 
party. The Bandersnatches won’t be a 
problem for her! It’s time for Zidane’s 
party to get out of here. On your way to 
the bottom, Bandersnatches and Type C 
Black Mages will attack you. Neither 
should cause a problem. As soon as 
Steiner learns Counter (he should learn it 
sometime soon) give the Power Belt to 
Zidane. On the way down, Steiner’s 
conscience will get the better of him, and 
he’ll go back to help the other team. 
Speak to Mosh before you leave - he’ll 
ask you to deliver a letter to Monty. When 
you get to the bottom, the barriers will be 
down. It could be a trap, but it’s a chance 
that you’ll have to take. Damn you Zorn! 
Trapped again! Hey, it’s Marcus... and 


Blank! Now’s your chance to escape. The 
temptation to kick the jester twins is 
extremely high, but you need to go. Jump 
on the Gargant and get out of here. 

Well, you thought that it was dead, 
right? Afraid not. It’s behind you now - 
the Gargant is pretty scared of this foul 
beast, and so it should be. There’s no way 
of stopping the Gargant, so you’ll soon 
see Treno Station whiz past. What now? 
Where exactly does this tunnel go? 

Two mysterious people have turned up 
to see the Queen. Someone called Lina, 
and a red-headed man. The Queen has 
hired them to find and kill Zidane, Vivi and 
the Princess. They don't look too strong, 
but then Beatrix doesn’t look like much 
either. This could cause problems - mind 
you, they’ll have to find you first. That 
could take some time, seeing as even you 
don’t know where you are! 

























The Seeker Bats will only cause a 
problem if you leave them to use their 
Absorb Even More move. Take them out 
with MP Attack and Fira as soon as you 
come across them. 

Carry on down to the stream. The 
second story is at the back. Head left - 
the third story is in front of the chest. You 
can go up the slope to your right - before 
you do, go to the back of the screen and 
find the fourth story. Go up the slope and 
walk towards the screen to find the final 
part of the story. Go back to the previous 
screen. There is a chest on a grassy 
platform in the centre of the screen. You 


can jump down to it, but you’ll have to 
make your way up here again. Go through 
the tunnel to your left. Ramuh will stop 
you and ask you to put four of the stories 
together to make one large story. Put 
them together in this order; Beginning, 
Co-operation, Silence, Human. Whether 
or not the story was right is irrelevant. 
Ramuh would have helped you anyway. 
Before you leave, go back and see Monty. 
He has just received a tattered letter from 
Stiltskin - he can’t be dead! Surely not!? 
Too many people are dying - you’ve got 
to get to Lindblum. The Red Rose is 
already there - you’re too late! 


The town is in a state of disarray. 

Families have been scattered, and 
casualties from both sides line the streets. 
Go and see Mooden at the Inn. Give him 
the letter. He has a letter for you from 
Ruby. He would also like you to deliver a 
letter to Moonte. Go to the Synthesist’s 
area. Minister Artania is here. He’ll take 
you to see Cid. 

So, Kuja is a weapons dealer. If he has 
come from the Outer Continent, then that 
is where you need to be headed. Cid 
seems to think that there is a secret 
passageway to be found in Qu’s Marsh. 
Don’t remember seeing anything the last 
time we visited. You had better tool up 
before you leave. The Synthesist has got a 
couple of new accessories as well as a 
new weapon for Zidane (at long last). If 
you didn’t get the Stardust Rod from Zorn 


and Thorn, buy it from the Weapons 
Shop. Go back out to the Pickles Stall 
area. You will see an ATE in which the 
Alexandrian soldiers are pulling out. All 
they wanted was the Falcon Claw. There 
are some items to pick up in Card Freak 
Gon’s house. The mighty Lindblum Card 
can be found in the rubble to the left of 
his house. 

You should now be ready to leave 
Lindblum. Go back and tell the man that 
you are ready. Zidane and Dagger will 
meet up with Cid on the Base Level. Cid 
has managed to create a blockade 
somewhere between here and the 
Serpent’s Gate, so you shouldn’t be 
followed for a while. Cid will give you the 
World Map before you go. Moonte is 
waiting at Dragon’s Gate. Give him the 
letter, and save your progress. 


The Gargant has taken you all the way 
to Pinnacle Rocks. Isn’t that the place 
where that ghost was supposed to be? 
Not a ghost exactly, but Ramuh, the God 
of Thunder. He has agreed to give you his 
powers if you pass his little test. He has 
hidden five manifestations of himself in 
Pinnacle Rocks. Each manifestation will 
tell you a story. Put the story together in 
the right order to pass the test. Go back 
to the broken carriage for the first story. 
Monty is in the next area. He sure gets 
around! Give him the letter and save your 
progress. There are Sand Scorpions, 
Seeker Bats and Zahgnols in this area. 


[ABOVE] Find the parts of 
the story in order to gain 
Ramuh’s assistance on the 
battle field. Come on! 


[ABOVE] The guards aren’t too happy at 
having to load all the cargo onto the ships! 
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Cancel 
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► ELECTED. 


Inventory 
Loc. Found 


it Uncultivated land 


Streamside 


■Attack 
Summon 
Wbt Mag 
Item 


‘Dagger 


■Attack 

Eat 

Biu Mag 
Item 


►HA HE. 


Level-Up, Choco! 

Before you go traipsing off to Qu’s Marsh, you should visit the Chocobo Forest. 
There are some Chocobo tracks near the entrance to Lindblum. Call Choco, and 
ride him to the forest. At the moment, Choco is a bog-standard Chocobo. In this 
form there are several locations in which he can find treasure. You have already 
discovered treasure from the riverside, but finding other Chocographs will 
enable you to find other treasures. Keep playing Chocobo Hot and Cold until 
you find another one. You will probably find a piece of a Chocograph as well as 
many other items. It might take anywhere up to ten attempts at the game for 
you to find the Chocograph. 

As far as points go, there are ways of getting more. Generally, the deeper 
the treasure, the higher the points. You can also get bonus points for finding 
more than four treasures within a minute. If you manage this, all the treasures 
that you dig up after the fourth one will earn you double points! Keep playing 
until your Chocobo’s beak gets to Level 10. 


■ Uncultivated land 


r Ability Required: 

j 

— FIUD 

The treasure is buried 
near a river, kupo, 
but I don’t think 
it'll be easy to find. 


m 

4 *9 


Ride Choco to Qu’s Marsh. Amazingly, 
Quina is alive and well, and catching 
frogs! How on earth did it get away from 
the blast? Oh well, it wants to come with 
you to the Outer Continent, so that’s cool. 
Catch all of the frogs to receive a Silk 
Robe and Elixir from Quale. Quale seems 
to think that the entrance may be covered 
in brush - yeah, that’s very helpful 
considering that this whole marsh is 
covered in brush! Go to the area behind 
the hut. Quina has got frogs on the brain. 
Where are you going now... hold on, this 
is it! Nice one Quina. 

As soon as you walk in, you will be 
attacked by a mechanical beast. This 


Boss: Lani 

Recommended Status Level: 23 
Boss: Lani 


creature calls itself an Armodullahan, and 
is supposed to be a boss - however, it 
doesn’t deserve to have its own boxout. 
It’s a complete wimp of an enemy! It 
doesn’t have anything worth stealing and 
will fall to the ground after 1000HP of 
damage. The only problems lie with the 
fact that it casts Level 5 Death, Death and 
Thundara. Cast Silence to render it 
useless. When it falls to the ground you 
can run away. Avoid the axe swings, and 
keep running. You may have to fight it 
again, as it will get up and chase you. 
When you see the gap in the walkway, 
stop and heal your party. The ‘boss’ will 
fall into the hole, to its death hopefully. 


HP: 

AP Received: 
Carried Items: 
Items Received: 
Attacks: 


Coral Sword, Gladius, Ether 
None 

Slash, Blizzara, Water, Aera, Thundara, 
Fira 


No sooner have you finished with the Armodullahan than Lani will 
strike. She wants the pendant, but there’s no way that she’s getting it 
while Zidane is alive! Lani will concentrate her efforts on one person. 
After scanning them (to reveal their weaknesses) she will choose her 
spells and attack. She can be conquered quite easily - Bio, Drain and 
Zidane’s standard attack will hurt her considerably. The problem stems 
from the fact that it’ll take you ages to steal her items. It’s worth 
hanging on though. Once Lani scans an opponent, cast Auto-Life with 
Quina. This will solve the problem of having to waste turns by using 
Phoenix Down and Hi-Potion. After around 6000HP of damage, she will 
‘get fed up’ and run off. Yeah, right! She knew that she was dangerously 
close to being defeated. 

The Gladius is a weapon that Zidane can use. It isn’t as powerful as 
the Exploder, but it has an ability worth learning. Switch to it when you 
have learnt all the abilities for the Exploder. 


(ABOVE] If there’s one thing 
that you can rely on, it’s 
Quina’s nose. Frogs... mmm! 


[ABOVE] What on Earth is that!? It looks like 
Lani is up to her old tricks again. Despite 
looking mean, this ‘boss’ is a total walk-over. 
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This could get confusing, so pay 
attention. You are now inside Fossil Roo, 
an old mine running below the ocean. The 
Gargants down here are untamed; 
however, there are plants growing in 
certain areas - the same plants that you 
used to feed the Gargant in Treno. Go 
over to the plants and grab a handful. 
Stand in front of the tunnel and wave the 
plants about a bit. There, it works. Go up 
the wooden steps, into the doorway. 

There are people down here! And there’s 
Stiltskin - how did he make it out alive? 
Apparently this place is full of treasure. 
You’ll need to use the switches to get 
around though. Talk to Mogki, and read 
his letters. The letter says that a Moogle 
has hidden himself in this network of 
caves. We will call this area Area 1 ’. 
Follow the path by the Moogles and jump 
onto the Gargant. There are some Fairy 
Earrings at the end of the path. Go back 
to Area 1 and take the top-right exit. 

Eventually, you will come to a switch. 
Hitting it will change the Gargant’s route. 
The Gargant will now take you to a new 
location. Climb the steps and get the 
Ether from the end of the path. Follow the 
lower path to the switch in Area 1. Hitting 
this switch will affect the Gargant that 
took you to the Fairy Earrings. Now you’ll 
have to go all the way back to the 
Moogles. Take the Gargant to the new 
location. The next treasure hunter will have 
a plethora of items for you to buy - 
nothing out of the ordinary, but it’s useful 
to stock up. Run up the stairs to Switch 4. 
Run through and ride the Gargant. You 
will find yourself on a ledge above another 
treasure hunter. Grab Lamia’s Tiara from 
the chest, and go back to Switch 4. 

Switch it back, then ride the Gargant. 

Follow the path until you come to a wall 
covered in creepers. Shimmy over to the 
right - a jet of water will knock you down. 
Jump out, and take the bottom-right exit. 
This will lead to another Gargant, which 
will take you to a passageway containing 
a Survival Vest. Run around the corridor 
into the cavern with the treasure hunter. 



He’ll let you hunt for treasure in exchange 
for a potion. Believe us, it’s worth it! There 
are plenty of items to be found, such as 
Ore, Hi-Potions etc. Up on the right hand 
side, there appears to be some loose 
rubble. What’s that? Something is 
inside... it’s Kuppo! Looks like you found 
him. Play the treasure hunter at cards 
before you go. He has got some new 
cards, namely Ochus and Carrion Worms. 
Take the left-hand exit out of here. Climb 
straight up, then shimmy left until you get 
to the switch. Finally, the exit-switch! Hit it 
and take the Gargant from the bottom- 
right path. What’s going on - there’s no 
mist here at all! 



[ABOVE] It’s quite lucky that the 
Gargants are vegetarians, otherwise 
Zidane would have lost his head by now! 
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Well, this is refreshing. You can actually see what is ahead of you. This sun 
will do you the world of good. Jump into the forest ahead of you. A ladybug 
will appear and ask for some Ore. You’ll have to give her two lots in order 
to receive the 10AP. Follow the gully until you get to the beach. Turn right - 
there’s another marsh ahead of you. This is a great opportunity to get 
another weapon for Quina. Head straight for the pond. If you catch all of 
the frogs (you should have 23 in all) Quale will turn up and give you the 
Silver Fork. This new weapon has an attack value of 53! 
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[ABOVE] Zahgnols are easy 
to defeat - just don’t attack 
them once they are charged. 


Get up onto the plateau and head over 
to that weird structure that you passed 
under a little while ago. This is Conde 
Petie, village of the Dwarves. What a 
weird bunch! Rally what? This could get 
tiresome... None of the locals seem to 
be afraid of Vivi - maybe Queen Brahna 
hasn’t travelled this far yet. 

Pick up the money that is lying around 
behind Harold Pathknower. Turn right 
and go to the Item Shop. Mogmatt has 
decided to stay in the dwarf village for a 
while and would like you to deliver a 
letter to Suzuna. Fine by us! Go up the 
stairs in the Shrine. Quina is having a 
really hard time with the locals - hold 
on, who’s that? Looks like a thief to us. 

It seems that the Shrine is where the 
Dwarves get married. After that, they 
go to the Sanctuary. Something strange 
is going on - the dwarves are acting 
like they know Vivi. Who could they be 
mistaking him for? Go to the Inn and 
play Granin Miller at cards. There are 
some great cards waiting to be won, 
such as Sand Golems, Antiions and 
Frogs. Barbara Gibgab has got a really 
smart Cactuar Card. Once you've 
finished kicking their arses at cards, 
pick up the money from the bed and go 
over to the fountains. You will be able 
to listen in on the old wives’ tales 
before you leave. You really should go 
and see who that Mage is. Head back 
to the Items Shop. There he is! As soon 
as he sees you he’ll run off. Apparently, 
a whole bunch of them live in a forest 


to the south-east of here. Time to go 
then. Before you leave, check out the 
Weapons Shop - it can be found by 
following the upper path from the 
Items Shop. 

To get to the Black Mage Village, 
you’ll need to go back towards the 
beach again. You may come across 
Cactuar and Goblin Mages on the way. 
Do not attack the Cactuar until they 
come out of the sand. Attacking them 
while they are underground will only, 
result in them using their 1000 Needles 
Move (1000HP damage). When you get 
to the beach, turn right and walk through 
the Magdelene Forest until you get to 
the round forest at the end. One of the 
Dwarves said that the village was so 
deep that not even owls went there. All 
you have to do is follow the signs that 
say ‘No Owls’. Take the right-hand path, 
then right again, then left, then right. The 
Black Mage will open up a doorway to 
the village. Jump in while it’s still open! 


No Owls Here! 


The Black Mages run off screaming as soon as they see 
you. Hey, what’s the problem? You’d better go and sort it 
out. The first shop on the left sells weapons and armour, 
although it doesn’t have anything new. The hut ahead of you 
is an Items Shop - at last, somewhere that sells Hi-Potions! 
The back door leads through to an Inn. They won’t check 
you in just yet. Pick up the Virgo from the bedroom, and 
leave. The hut to the left of the Items Shop is a Synthesist. 
After annoying Dagger (she’s so stressed out today!) climb 
up the ladder and find the money. The Synthesists have a 
lot of new items for you. Among them is the acclaimed 
Reflect Ring. You’ll need an Anklet to make one - have you 
ever seen one before? Nope, nor have we. Pick up the 2000 
Gil before you leave. As you head left to the Cemetery, Vivi 
will barge past you. What could they have said to him? 

You’ll soon find out as you talk to the Mages. 

The last place to visit is the Chocobo Hut, over in the far 
right corner. Quina is at it again - it doesn’t look like they’re 
going to give in though. Talk to Mogryo, and take the letter 
from him. Then head back to the Inn and get some rest. 

In the morning, Dagger will find out that Kuja has been 
seen in the Northwest. The only place that you haven’t been 
to in the area is this ‘Sanctuary’ place. You’d better go and 
talk to the Dwarves. Go and see Mogryo before you leave. 
He has just received a letter from Stiltskin - he says that he 
is going to Conde Petie. Maybe you’ll see him there. 


Black No. 288 

**fs he the one who came hei 
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On your way to Conde Petie, pop in to 
Qu’s Marsh. Let Quina catch some frogs. 
Now that you have the Silver Fork you 
should start doing things properly. Catch all 
of the frogs bar one adult male and one 
adult female. Leave these two so that they 
can breed. Get over to Conde Petie. The 
two Dwarves who are guarding the 
entrance to the Sanctuary will tell you to go 
and see His Holiness. Father David can be 
found outside the Inn. It seems that the 
only solution to getting past the twins is for 
you and Dagger to get married. Amazingly, 
Dagger is really up for it! The two of them 
will take part in the ceremony. Zidane 
makes a right fool of himself by trying to 



[ABOVE] Sahagins can be found in the Outer 
Continent Qu’s Marsh. They don’t like fire 
much, so burn ’em to a crisp! 


kiss Dagger, and falling flat on his face. 
Poor guy! There’s still a problem though. 
How are Quina and Vivi going to get 
through? They can get married of course! 
Yuk, don’t know who to feel more sorry for. 

As you are about to leave, a little girl 
and a Moogle rush past you. They have 
just stolen some food from the stall. Well, 
you’ve managed to find the thieves - now 
to apprehend them. If only Steiner were 
here! 

The little girl has got stuck on a branch. 
Her Moogle friend runs off when it sees 
Quina, which is understandable. The girl’s 
name is Eiko. You may as well take her 
home. The first thing that you’ll notice is 



[ABOVE] Hovu are you going to get to the 
Sanctuary? No, surely not? Trust me, you 
don’t want to know what they’re planning. 


that she has a horn! Then you’ll realise that 
she can use Summons in battle. Huh? 
Never mind, you can ask questions later. 
Go up to where Quina was standing and 
climb up the vine to the chest. Keep going 
right until you get to a statue of some sort. 
Take the Blue Stone that is set in the rock. 
Go back to the start and head right. Climb 
up the vine and go left into the previous 
area. Open the chest, and take the Red 
Stone from the statue. Wonder what these 
stones do? Keep going right until you 
come to Stiltskin. He’s got some items for 
you, as usual. Give Suzuna the letter and 
save your progress. If you take the left- 
hand path, you will be able to see a huge 
tree - it must be so old. It has got tons of 
mist around it as well. How strange. Make 
sure you equip Desert Boots on as many 
party members as you can. You’ll see why 
in a minute. 
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Wow, this guy is big! His main attack is the Earthquake. Anyone wearing Desert 
Boots will only take half the damage. Killing this guy isn't a big problem. Just use 
Fenrir (you must use this to get a reaction from Dagger), Ramuh, Bio, Drain and 
Zidane’s attack. The problem lies with getting him to part with his Fairy Flute. He 
just won’t let go of it! 


Boss: Hilgigars 


Recommended Status Level: 
Boss: 

HP: 

AP Received: 

Carried Items: 

Items Received: 

Attacks: 


26 

Hilgigars 

7000 

9 

Fairy Flute, Mythril Fork, Phoenix Down 
Tent, Elixir 

Hiphop, Knock Down, Earthquake 




- MOOGLE TOWN 



Eiko reckons that her whole tribe can 
use Summon magic. She’s joking, right? 
Grab the Yellow Stone and take the right- 
hand path. At the next fork, take the right- 
hand path again. There is a chest and a 
Green Stone to be picked up. Go back to 
the Moogles and take the right-hand path. 
Put all four stones in the hole. In return, 
you will receive the Moonstone. Go back 
to the vine pathways, and keep going until 
you get to the Lucid Plains. Eiko’s home is 
over on the left, but visit the forest first. 

Yeti is waiting for some Ore and you 



wouldn’t want to go without those 20AP, 
would you? 

Madain Sari is an old Summoners’ 
village. It’s in ruins now, but Eiko still 
lives here with her friends, the 
Moogles. This should be fun! It looks 
like Eiko has got a crush on Zidane, f 
Uh-oh, not another love triangle? ^ | 
Hold on, she’s only six years old! v 
She has gone off to make you A 
something to eat, so you’ve got f 
a while to make yourself seem 
unattractive to her. Good luck! 





























DINNER AT EIKO’S 




get Dagger, and take her to see the 
Eidolon Wall. You never know, it might jog 
her memory. 

Eiko needs to get the right amount of 
water for her stew. Let’s see... there’s 
Zidane, Eiko, Dagger, Vivi, Chimomo, 
Mocha, Momotose, Mog, Moco and 
Morrison. That makes ten people. If Quina 
smells food, it’ll come running, so you’d 
better add another two to that. You need 
water for 12 people, we’d say. The little 
Moogle has got a bite - leave the stew 
for now and catch that fish! Ahhh, it’s 
Quina! Actually, that’s quite useful. It can 
help you make the stew. It’s nice to know 
that your calculations are being 
appreciated by a professional. 

The meal should be ready by now. Go 
over to the hut and tuck in. After the meal, 
pick up the pot and take it into the 
kitchen. You can try and talk Eiko into 
breaking the lifa Tree seal, but she won’t 
agree. What’s that over by the waterfall? 
Ah, Kirman Coffee. That Morrid person 
wanted some of that. Go back in and chat 
to Dagger. There is some writing on the 
wall - Eiko and Mog are the same age! 

Get some rest. In the morning, Eiko will 
decide to join you (there’s a surprise). Go 
back into the village to stock up on items. 
Pick up some Magic Tags. Grab the 
Poison Knuckles if you don’t have them 
already. Now you can leave. The lifa Tree 
can be reached by taking the left-hand exit 
from the Hilgigars site. You will find 
yourself in Pualei Plains. Visit the forest on 


[ABOVE! Dracozombies might 
look extremely scary, but 
they’re just big softies really! 


Make your way along the roots of the 
tree. There are Zombies and Stropers 
everywhere. Simply cast Cure/Curaga on 
the Zombies - being ‘undead,’ this will hurt 
them. Mochi is standing at the entrance to 
the tree itself. Give him the letter and save 
your progress. Follow the branch until you 
get to the circular platform. Get Zidane to 
stand on it - it will take you down to the 
next level. Keep going until you come to a 
part of the branch that has two alternative 
paths. The second has a switch on it. Press 
the switch to reveal a chest on the first path. 
Grab the Phoenix Down and keep going. 
Search all the nooks and crannies along the 
way - there’s a Lamia’s Flute to be found! 
Eventually you’ll come to another lift. As you 
start the seemingly endless drop into the 
depths of the tree, you will be attacked by 


monsters. Keep fighting until you reach the 
bottom. It’s so humid down here - the 
whole place is dripping. Go down to where 
Eiko and Vivi are. There are two chests to 
find down here - one by the steps, and one 
on the opposite side. The Brigandine is one 
of the treasures. Finally, Zidane will be able 
to learn Ability Up! Equip as many people 
as you can with Adaman Vest, and switch 
on the Body Temp ability - something big is 
coming your way! 


There is a Libra to pick up from the 
fountain. Dagger is pretty much standing 
on a tent, so push her out of the way and 
grab it. Take the top-right path and talk to 
Moco. She won’t let you through, and is 
completely outraged by Quina’s disregard 
for what she has said. What a surprise... 

Rock-fisted potato stew and barbecued 
fish, huh? Sounds nice. If only Quina were 
here to help her make it. Set the Moogles 
their tasks - it doesn’t matter who does 
what. As Zidane, check up on Vivi, then try 
to enter Eiko’s house. Is it ready yet? 
Nope, but it looks like you’re going to get 
into the restricted area after all. Go and 



























Boss: Soulcage 

Recommended Status Level: 31 
Boss: Soulcage 

HP: 9999 

AP Received: 9 

Carried Items: Brigandine, Magician Cloak, Oak Staff 

Items Received: Tent, Elixir 

Attacks: Leaf Swirl, Level 5 Death, Fire Blades, Mustard 

Bomb, Shockwave, Fira 

So this is who has been producing all the mist. Trying to bring about the fall of 
civilisation, huh? We’ll see about that! 

First things first Cast Sleep on him. This won’t work every time, but keep trying 
and he'll doze off. While he is asleep, you can steal to your heart’s content. Once 
you have all the items, attack with full force. Bio, Fenrir, Ramuh and Zidane’s 
standard attack will all hurt him. All you need to do is survive for a couple of rounds. 
The Mustard Bomb inflicts Heat on his opponent - the Body Temp ability will 
prevent this. None of the other attacks should cause any problems, unless one of 
your characters is on Level 30, in which case Level 5 Death will affect you. 

Now that the mist monster has been defeated, the mist will start to withdraw its 
hold on the surrounding continents. 


^COMMAND 

LrAtuck 
I Summon 


Wht Mdg 
Item 


Something bad has happened back at 
Madain Sari. Get back there and go to 
the hut in Eiko’s kitchen. Oh-no! The 
sacred stone has been stolen, and it 
sounds like Lani was the one responsible. 
Who else do you know that has a big 
axe? Eiko decides to go and pray to her 
grandparents - it’s her way of crying. 

What was that scream!? Vivi comes 
rushing in - Lani has captured Eiko, and 
is holding her at the Eidolon Wall. Open 
the two chests and get over there. 
Morrison will heal you. Take a peek inside 
- Lani is holding Eiko by the ribbon on her 
back. The rest of the Moogles will give 
you an Elixir and another Exploda. It’s time 
to face the music. As it turns out, you 
won’t need to do much. That guy who 
was seen consulting the Queen jumps in 
and decides that he wants the jewel. 


Zidane will have to fight him instead. It 
isn’t too hard. The Scarlet Haired man 
keeps jumping around - time your attacks 
right and you won’t miss him. He has an 
awful lot of HP. Your Trance bar will 
probably fill up before you get a chance to 
kill him, so use your Solution 9 for a quick 
5000HP of damage! You will be rewarded 
with the jewel and 9AP, although Zidane 
should have learned everything by now. 

Go back to the hut. Eiko wants to leave 
with you - she has been quite useful so 
far. Great, that’s that decided. 


A Voice From 
The Past 


When you go outside, you will hear a song. Hey, it’s that song that Dagger is 
always singing. She has managed to find her way into an alcove. That boat seems 
very familiar. Then someone else starts singing the song - it’s Eiko. As if by magic 
it all floods back to her in an instant. This is the place in her dreams. Dagger was 
born here! That must have been the day when everyone died, except Dagger, Eiko 
and a few others. 
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Kuja’s end is long overdue. Get over to 
the lifa Tree. Amarant will take Vivi and 
Eiko up to the top, while Zidane will take 
Dagger. There he is! You’re going to pay 
for what you have done. What!? Dregs of 
souls? You never had the right to toy with 
powers that you didn’t understand. Kuja’s 
attention has been drawn away - Queen 
Brahna is here with her fleet of ships. 

They are concentrating their fire on Kuja. 

Is she stupid? Kuja hasn’t got time to 
‘play’ with you right now, so he unleashes 
a group of Mistodons on you. Dagger runs 
off to find the hidden Eidolon. Go and talk 
to Mocchi before you follow her. There's a 


letter from Stiltskin to read. Equip 
Amarant, and save your progress. 

Amarant is impressively powerful - his 
attacks inflict more damage then Zidane’s. 
Run down the slope towards Dagger. You 
will be attacked three times along the way. 
Zidane and Amarant will make mincemeat 
out of them. Dagger uses her powers to 
awaken the Eidolon, only to find that it is 
Leviathan, the Sea Serpent. Using this 
Eidolon will kill her mother for sure! 

Everything is now out of your hands. 
Brahna summons the King of Dragons, 
Bahamut. Surely it’s all over? Well, 
guess she wasn’t counting on the 


powers of Kuja’s prize Eidolon. Goodbye, 
evil Queen! 


[ABOVE] The Mistodons are created out of 
the dregs of souls... those souls must have 
been pretty ugly fellouus. Take them all out! 
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Hippaul <Leve! 95) 

“Let's run tosether again.' 


- this is bound to go terribly wrong... and 
it does! Now Beatrix thinks that Steiner 
wrote the letter to her. Come to think of it, 
a girlfriend might be just what he needs to 
mellow him out a bit. Hey, you never know. 

Haha, it looks like Baku’s reverse 
psychology might just work. Zidane 
agrees to take Vivi to see Dagger. You 
should pop in and see Ruby on the way. 
You never know, she might forgive you for 
not coming. Kupo has been left a letter 
from Stiltskin. Read it, then make your way 
to the castle boat. It should be running 
again now. If you head left (after getting 
off the boat) you will find that the door to 
the harbour is open. You can ride the 
Neptune Statue down to the harbour, but 
the guards won’t let you go any further. 

Steiner is dead against letting you see 
Dagger, but he gives in as soon as Vivi 
asks him - he really can’t say no to him 
can he? Dagger has her coronation dress 
on. She looks so beautiful that Zidane 
can’t say anything. Geez, this is like 
watching a soap opera! Dagger and Eiko 
trade jewels. You will now have two of 
the jewels that Dagger received 
from Dr Tot. You will have lost two 
as well, but you should have learned 
their abilities by now. 

Night falls, and the love letter 
drama unfolds. Now this is 
just ridiculous! 


Head over to the Synthesist Shop. He 

has got loads of new items, and guess 
what? He has got those Anklets that you 
were looking for in the Black Mage 
Village. The Weapon Shop next door has 
got some new goodies as well. Tom’s 
mum is wandering around outside looking 
for him. Keep an eye out for him on your 
rounds. Marcus and Blank are standing 
outside the Mini-Theatre - they want you 
to go in with them. Don’t go in just yet, 
you’ve still got people to speak to. Tom is 
just around the corner. He has lost 
Mittens again! Go into the chapel and 
give Kupo the letter. He also has a letter 
from Mogrika. A special item, huh? 
Wonder what that could be. Buy the items 
from Stiltskin before you leave. You can 
go and watch the play now. 

Dr Tot comes into Dagger's room and 
gives her back the stones which Brahna 
took from her. Opal, Topaz and Amethyst 
will now be yours. Dr Tot bumps into Eiko. 
She hasn’t given up on Zidane yet. She 
somehow talks Dr Tot into helping her 
write a love letter. Dr Tot notices her horn 
and starts to put two and two together. 
Eiko is off like a rocket, so fast in fact that 
she runs into Baku. Being the lump that 
he is, Eiko bounces straight off him and 
gets caught on the railing. That damned 
Ribbon again! When will she learn? Baku 
agrees to take the letter to Zidane. Oh no 


[BELOW] Ruby invites 
everyone back to her Mini- 
Theatre for a free show. 


Hip-Hip-Hippaul! 


Zidane is really depressed. Now that Dagger has to become Queen, there’s no 
chance for them to be together. A Queen and a bandit? Whoever heard of that 
before! Everyone else is off to see Ruby’s Mini-Theatre. Vivi is having a look 
around - it has been a long time since he was here last. 

Go past the pub, and speak to Hippaul’s mum. She is still trying to get him fit 
- why not help him out? There are some new cards in it for you. After winning a 
few times, you will receive some rubbish cards, like a Wyerd for example. Great, 
just what you wanted... If you keep on winning, however, the prizes will get 
better. You can tell what level Hippaul is at by speaking to him. When he 
reaches Level 30, you will receive a Tantarian Card. At Level 40, you will receive 
an Armstrong Card. At Level 50, you will receive the Ribbon Card. At Level 60, 
you will receive the Nova Dragon Card. At Level 70, you will receive the Genji 
Card. From now on you will not receive any more cards. At Level 80, you will 
receive the Key Item ‘Queen Athlete’. You won’t get any prizes past this level, 
despite the fact that Hippaul will still get better. After Level 95, he’s practically 
unbeatable anyway. 
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FINAL FANTASY IX 




As Zidane and co are leaving for Treno, 
the jester twins are arriving in 
Alexandria. What are they up to now? 
They must be stupid if they think that 
Dagger will let them in. As long as they’re 
around, no one will be able to relax. 

Vivi decides to pop home for a while. 
You found out a bit about Vivi’s past when 
you last visited Quan’s dwelling. Maybe 
you should go back there. Vivi will be 
looking at the ocean when you get there. 
You will find out a bit more about his past 
- and quite a disturbing past it is. The 
forest nearby has a Pop Quiz blokey in it. 
You should be able to find him at least 
twice. While you’re in the area, you should 
visit Dali. Shopkeeper Eve has got some 


new theories on the card-game, and the 
Mayor is out! You can now search his 
house. Search the desk for the Mini- 
Brahna. The windmill has stopped working 
now, so you can get the treasures from 
the loft. There’s nothing more to do here - 
head back to Treno. 

Go to the Synthesist’s Shop. On 
passing, you can listen in on a 
conversation. Dark Matter, huh? That’s 
what Queen Brahna used to summon 
Odin. It might be worth paying the 
Auction House a brief visit. Before you do 
that, go and see Queen Stella. She will 
give you an Elixir and 10,000 Gil in 
exchange for the Libra and Virgo Coins. 
Now it’s time to visit the Weapons Shop. 


There is a different monster in the cage 
this time - a Catoblepas. You just know 
that Zidane is going to slaughter it, don’t 
you? Your reward will be 15,000 Gil. This 
is the first place that you have come 
across that sells Coral Swords. Grab a 
couple. Head on over to the Auction 
House and get your hands on the 
mysterious Dark Matter. You should have 
tons of money by now, so 10,000 Gil or 
so won’t cause you any problems. 

Now it's time for the tournament. You 
will have to register at the desk outside 
the stadium. Apparently, the favourite for 
first place is a cute girl in a sailor’s 
uniform. Zidane... Zidane... wow, that 
was quick. He’s in there already! 



LET THE 





Round 1: Attic Man Wake 

This is easy! This guy hasn’t got any 
decent cards. You’ll win without even 
thinking about it. 

There’s an ATE to watch before you 
start the second round. Amarant is just 
about to reveal his past to Freya... 

Round 2: Cardona Bishop 
Depending on how confident you are, you 
may want to save your game before you 
start this round. This might 


sound funny at first, but you should try to 
lose or draw unless you see some decent 
cards being laid down. This player has a 
really good Blazer Beetle and Cerberus 
Card - they are really worth getting! The 
Bishop has some good cards, but nothing 
that you can’t beat. 

Don’t take part in the final round until 
you have seen all of the ATEs. There are a 
lot of things to be explained, so wander 
around until you have seen them all. 



Round 3: Sailor Erin f 

Well, well, well - if it isn’t Regent Cid! 
Haha, give it all you’ve got, bug-boy! You 
will be battling against a whole load of 
Oglop Cards. How did you get to be the 
champion then? You’re rubbish. If you 
don’t win this, you may as well follow 
Quina’s example. Winning this round will 
get you at least one Oglop Card and the 
Rebirth Ring. 

The Regent came here on his new 
airship, the Hilde Garde 2. He seems to 
think that there’s trouble brewing. Funny 
that - Eiko seemed to think that Mog was 
getting worried about something as well. 
As it happens, Eiko turns up at that very 
moment. Moogles can always sense 
when something bad is about to happen. 
Alexandria is in trouble. No! Dagger’s 
hardly in a position to be dealing with any 
trouble. You’ve got to get back as soon 
as possible! 
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There’s only one person who talks that 
much rubbish. It has to be Kuja. If Kuja is 
here in Alexandria, we are in serious 
trouble. No, surely he hasn’t managed to 
obtain Bahamut... 

The King of Dragons bursts through the 
clouds and begins to wreak havoc on 
the outskirts of the city. Dagger 
really doesn’t know what to 
do. Assign the soldiers to 
their various tasks - it 
doesn’t matter who does 
what, just get them out 
there as soon as 
possible. Dagger 
suddenly collapses. 

What’s going on? 

Steiner and Beatrix have 
gone out to do what they can 
for the city. Equip Steiner - you’ll 
notice that his levels are really low. This 
little exercise will allow you to gain three 
or four levels. There are Mistodons 
roaming the streets. Just remember to 
heal yourself during battle, as you won't 
get many chances to take control. 

Dagger suddenly awakens to the sound 
of music. Little does she know that only 
she can hear it - it is meant for her. Some 


sort of force-field has blocked off all the 
doors apart from the ones which form 
your intended path. Go up the stairs to 
the large hall, then turn left and climb the 
steps. The statues will lock down their 
swords as you pass each one. Somebody 
is urging you on. As you go out of the 
door, a huge tower will form in 
front of you. Climb up the 
stairs until you can go no 
further. Now what? 

Cid’s airship is fast 
approaching 
Alexandria. Eiko’s 
pendant suddenly 
starts to glow. As if it 
were some sort of 
instinctive drive, Eiko runs 
to the front of the ship and 
jumps off screaming, “It must be 
the Holy Judgement”. A magical force 
guides Eiko to Dagger, and holds her in 
mid-air, slowly lowering her down. The two 
moons are in alignment. It is time for 
Alexander’s judgement! A huge pair of 
holy wings cloak the castle like a 
protective mother. Bahamut, enraged by 
this interference, spits out a blazing 
fireball straight at the castle, but to no 


avail. Alexander responds with its Holy 
Judgement - a barrage of lasers pounds 
the Dragon King time and time again until 
it disappears in a deafening explosion. 
Kuja seems impressed. What could he 
possibly do this time? 

He calls forth Invincible. That doesn’t 
sound too good. What is that thing? It 
seems to be manned by a Black Knight. 
Kuja refers to him as Garland and seems 
genuinely worried that he is here. 

Zidane has made it safely into the 
castle. Now you have to get to Dagger 
and Eiko. On the way there are a few 
tasks to perform. Make sure that everyone 
is out of the castle. Clear out the libraries 
and the kitchen, but whatever you do, 
don't speak to the book in the left-hand 
library. Speak to Mosh in the Guardroom 
and save your progress. Now it's time to 
challenge that book. It has been asking for 
a good kicking ever since you first saw it. 
Now it will perish! This is quite a hard 
battle, so try using this set-up. 


The Setup 

ZIDANE - LEVEL 33 

Angel Bless; Twist Headband; Chimera Armlet; 
Brigandine; Rebirth Ring 
HP+20%; MP Attack; Devil Killer; Ability Up; 
High Tide; Antibody 

FREYA - LEVEL 24 

Ice Lance; Gold Helm; Thunder Gloves; Plate 
Mail; Emerald 

HP+10%; MP+10%; Devil Killer; Add Status; 
Level Up; Ability Up; Antibody 

VIVI - LEVEL 33 

Oak Staff; Ritual Hat; Magic Armlet; Magician 
Robe; Black Belt 

Add Status; High Tide; Level Up; Antibody; Body 
Temp; Ability Up; Auto Potion 

AMARANT - LEVEL 31 

Poison Knuckles; Twist Headband; Bone Wrist; 
Brigandine; Power Belt 
MP Attack; Add Status; Gamble Defence; 
Counter; Ability Up; Undead Killer 


[ABOVE] Steiner and 
Beatrix become quite 
fond of each other as 
they battle to save the 
inhabitants of 
Alexandria. Here we go. 


[ABOVE] As if possessed, 
Eiko takes a running jump off 
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^COMMAND. 

^•Attack 

Flair 

Throw 

Item 


•MAMEmb 

Zidane 

Freya 

Vivi 


Amarant 


Boss: Tantarian 

Recommended Status Level: 33 
Boss: Tantarian 
HP: 20,000 
AP Received: 30 

Carried Items: Demon’s Mail, Silver Fork, Elixir, Ether 
Items Received: Running Shoes 

Attacks: When Closed - Paper Storm, Edge, Doom. When Open - Poison. 

This is going to be a long, long battle. Your aim is to attack the devil 
who is hiding inside the book. Once the book is open, attacks such as 
Fira and Zidane’s standard attack will inflict between 2,000 and 
3,000HP damage so, in theory, seven or eight hits should do it. The 
problem lies with the fact that the book is hardly ever open to the 
right page. Every time you attack it, it will open on a random page. 
Three times out of four, it won’t be the right page, and the book will 
close up again. The book is lethal when it is closed. Its Paper Storm, 
for example, will inflict 1.200HP on Zidane. Doom will cast gradual 
death. Here’s the best way to kill this guy. Please note that despite 
trying for over an hour to steal the Demon’s Mail, we didn’t manage it 
- don’t be surprised if you can’t get it! The git just won’t let go of it! 

If Zidane gets below 1,300HP at any point, give him a Hi-Potion. 
Do the same if any other character goes below 1,000HP. Cast Reis’s 
Wind every four or five rounds, just to be safe. Have one character 
attack the boss. You can tell if it is going to be the right page, as it 
will hesitate for a second after showing you the page number. If it is 
the wrong page, select attack with another one of your characters. 

Do not simply attack with all your characters, as you will commit 
people who may be needed to heal others, and the book will 
immediately close if you use a physical attack on it. When it has 
opened on the right page, either use Fira or Zidane’s standard 
attack/Dyne. As an open book, the boss can only cast Poison - your 
party members should be immune to this. If any of them aren’t, just 
use Antidote. 

You also have the option to use the period when the book is open 
to heal yourself. If you don’t attack the open book, it will stay open 
(not dangerous) for about a minute. Count off the damage that you 
are inflicting. As you get close to the end, revive any knocked out 
characters. You don’t want them missing out on the rewards. 


Amar ant 
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[BELOW] Everything’s going 
to be okay, right? Alexander’s 
wings protect Dagger. 


Now that you’ve taught that cheeky 
devil a lesson, it’s time to find 
Dagger. You know where she is, and you 
also know that Invincible is right above 
her. Lord knows what it is waiting for. 
There aren't anymore subjects in the 
castle, Mosh doesn’t seem to want to 
move, so head on up to the turrets. 
Zidane persuades everyone to get going 
while they can. He needs to do this 
alone. As Zidane climbs the stairs to 
where Dagger and Eiko are waiting, 


Invincible decides to break its silence. 
The castle begins to crumble under 
Invincible’s soundwaves - Zidane dives, 
and grabs Dagger just in time. How they 
make it out of there alive is anyone’s 
guess. All you see is the whole city get 
blown to smithereens. 




[BELOW] The mighty Invincible finally ends its 
teasing with a huge laser, which rips 
Alexandria apart. Did they escape!? 
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IT’S A FROG’S LIFE 


You’ll wake up in the Lindblum 
guestroom. How you got there is a 
mystery. The repair program is going 
well - the city is starting to look 
inhabitable again. Pick up the Armlet 
from the chest, then go and have a chat 
with Mogki. Weren’t you in Fossil Roo a 
while ago? Take the letter. Mooden 
should be in the Inn. Blank reckons that 
Dagger is probably up by the telescope. 
She doesn’t seem very chatty at the 
moment. Maybe you should leave her be 
for a while. Cid wants to see you anyway. 
Talk to the guards, then enter through the 
top entrance. The meeting will take place 
in the Conference Room. Just as it is 
getting into full swing, Eiko comes 



Moodon 

"Oh, it'* a kupo. r Yeah.' 

It’s been a while since I received 


a letter from to 


[BELOW] Alice’s house has been destroyed, 
so she has no need for the Beautiful Potion 
anymore. I might disagree with that... 




crashing in. Apparently Dagger has lost 
her voice! She can be found in the 
guestroom. How strange! She really has 
lost her voice. Zidane is absolutely 
fuming. The only plausible way of getting 
to Kuja is by building another airship. To 
do that, you’ll have to find a way of 
turning the Regent back into a human. Dr 
Tot seems to remember an old recipe for 
metamorphosis. It involves mixing 
Unusual Potion, Beautiful Potion and 
Strange Potion in a 
5:2:3 ratio. These 
ingredients aren’t used 
anymore though, so where 
are you going to get them? 

From now on, when you 
speak to people you will be 
able to ask them about the 
potion. Go to the Inn. You will 
be able to leave a comment 
at the desk. Give the letter 
to Moodon, who is 
upstairs. Go into the next 
area (Card Freak Gon 
area) and search around on 
the left for the Sagittarius. 

The doves’ eggs in Card 
Freak Gon’s house have 
hatched now, and there are 
some more items to pick up, 


Check out the latest version of Card 
Collector as well. The Beautiful Potion can 
be found at Alice’s place. Her shop has 
been destroyed, so she has no use for it 
now. Alice can be found standing next to 
the Weapons Shop. Pop into the shop, as 
they have new toys for Vivi, Eiko and 
Dagger. 

For the second ingredient, you’ll have 
to go to the Theatre District. Wei and Kal 
will greet you from the station. Their kids 
have been born! The Strange Potion can 
be found in the corner of Artist 
Michael’s house. You’ll have to ask 
him about it before you can take it 
though. There is also a Lapis Lazuli 
in the chest. Cinna has the 
Unusual Potion - he is fixing the 
Tantalus hideout. Get the 
potion, then go into the hideout 
and search the chests. Get the 
cab back to the Business 
District. The Industrial District 
Engineer will be sitting on 
the bench. He will only be 
sitting there when you arrive 
from another station. He has 
four new cards - Gimme Cats, 
Ragtimers, Hedgehog Pies and 
Abominations. He's a really good 
player, so be careful and take your 
time. Now it’s time to go back to 
see Cid. 

Finally! Now you can get the 
airship sorted out. Dr Tot applies 
the potion, and hey presto... he 
has turned into a frog! What on 
earth is going on? The airship is out of the 
question now. You’ll have to use one of 
the Alexandrian fleet ships. Vivi suggests 
going to the Black Mage Village in order 
to find out why some of them left with 
Kuja. Sounds good to us. 









Ooooh, Handbags! 

Just when you thought he was dead, he turns up again. Kuja managed to get away on the Hilda 
Garde 1. He has taken a bunch of the Black Mage villagers with him as well. No doubt he offered 
them extended life-spans or something equally impossible. Guess who’s crawling round his feet like a 
pair of leeches? Yup, Zorn and Thorn. How do they manage to stay alive? 




Hi 
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FINAL FANTASY IX 


Kuja’s location. It’s on the east side of 
this continent under some quicksand. 

Head east along the coast until you 
reach a small beach. You can take part 
in a Pop Quiz in the forest. The Kiera 
desert is dominated by Landworms. 
These guys are huge, have a lot of HP 
and can really hurt you. There is a way 
to handle them, of course. They are 
prone to Sleep, Silence and Blind. 
There’s also the fact that Zidane can kill 
them with two hits (sometimes one). 

You should be able to see four 
quicksand pits ahead of you. Three of 
these contain Antiions, but the one 
nearest to you on the left is the 
entrance to Kuja’s hideout. 

Kuja is ready and waiting for you - it 
was a trap all along. When you come to, 
you’ll be in a small room hanging above 
a pool of lava. You have no choice but to 
do what he says. 



■ mmmrn 



[ABOVE] Collect enough frogs 
and Quale will reward you 
with bonus items, such as 
this great new weapon. Nice! 


Quina is up to its old tricks again. One 
day it’ll learn that no one gives you 
anything for free. It is about to get in 
some big doo-doos - you’d better get 
down to the pickle stall. Pay for Quina’s 
indulgences, then go down to the 
Serpent’s Gate. There is a Chimera 
Armlet in the chest by the train. Go 
outside and jump onto the ship. Use the 
map to get to the beach by the 
Magdelene Forest. Visit Qu’s Marsh first. 
Catching 31 frogs will result in Quale 
giving you the Bistro Fork. Now make 
your way to the Black Mage Village. 
Everyone has gone apart from three 
people, the village leader and the two 
Chocobo guardians. Apparently they left 
because Kuja offered to stretch out their 
life span. You will get to the Chocobo 
hut just as the baby hatches. Awww, 
isn’t it cute! The village leader’s feelings 
get the better of him, and he blurts out 



THE STONE 



[Above] Hey, check it out - 
the ickle Chocobo has 
hatched! You really don’t 
want to know what they’re 
going to call it. Poor thing... 



Kuja wants you to retrieve a special 
stone from the Forgotten Continent. 

He doesn’t really explain why he can’t 
get it himself, although he hints that the 
area has got an anti-magic barrier 
around it. Choose your party wisely. Our 
party consists of Zidane, Steiner, Quina 
and Amarant. Dagger is too unreliable at 
the moment. Her condition means that 
she can’t cast spells properly. She 
should not be in your party. Besides, she 
wouldn’t be much good in an anti-magic 
environment. After you have made your 
selection, Kuja will transport you to the 
dock. The Hilde Garde is waiting for you, 
along with Zorn and Thorn. Grrrr! It’s 
going to be a long journey... 

The airship won’t be able to drop you 
off at Oeilvert, so it will drop you at the 
entrance to Seaways Canyon. The jester 
twins will sell you anything that you 
need. 

Before you go galavanting off to 
Oeilvert, head north to Qu’s Marsh. 

More frogs for Quina! Oeilvert is quite a 
way south of here. Use the map to 
negotiate your way around the maze-like 
canyon. You will encounter Armstrongs, 
Adamantoise and groups of Cactuar. 


The problem with groups of Cactuar is 
that they will cast Confuse on you, thus 
making your party hit one of the hidden 
Cactuar. Either switch on Clear-Headed, 
or attack the inflicted character to snap 
them out of it. When you get there, you 
will be welcomed by Mimoza. 
Understandably, he is pleased to see 
you, and asks you to deliver a letter to 
Mooel. He also has a plethora of new 
items for you to buy. Oeilvert itself is full 
of dangerous creatures. The only way to 
get through is to attack constantly. The 
Epitaph will undoubtedly kill one of your 
characters, as will the Garuda. Just keep 
attacking - you’ll have to put up with 
that character not getting any 
experience for that fight. 

There are chests all over the place - 
we’ll only highlight the important ones. 
Go up the stairs and touch the Orb in 
the next room. It will glow as you touch 
it. This is the switch for the Planetarium 
below. Get into the Planetarium from the 
first room. A hologram will appear as you 
approach the centre of the room. Hmm, 
can’t make out the writing. Never mind. 
Head down the stairs into the Ship 
Display room. There are four Orbs in this 
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room, and they will only work in a certain 
order. Touch them numerically, as shown 
on the map. There is a Power Vest to 
pick up before you leave. It’s back-track 
time! Go to the Star Display room. 

Mooel and Stiltskin are here! Give Mooel 
the letter. Mimoza is pretty stressed out 
about Artemicion. What if something has 
happened to him? Buy the items from 
Stiltskin, then save your progress. Go 
into the Grand Hall. The Orb in the 


[ABOVE! Armstrong can be a bit of a pain 
when you first encounter it. Use your most 
powerful attacks to put an end to its cannon. 


centre will tell the story of a planet 
named Terra - seems familiar, doesn’t 
it? The door to the Narration room will 
now be open. For some reason, only 
Zidane can understand what the voices 
are saying. The symbol in the Star 
Display will now project a hologram. 

Hold on, that looks just like Gaia! What 
can it mean? Save your progress, and 
go into the Stairwell. The platform will 
take you down to the Gulug Stone room. 
Now you don’t think it’s going to be this 
easy, do you? 


Boss: Ark 

Recommended Status Level: 40 
Boss: Ark 
HP: 25,000 
AP Received: 11 

Carried Items: Holy Lance, Power Vest, Elixir 
Items Received: Pumice Piece 

Attacks: Boomerang, Photon, Whirlwind, Propeller Wind 


What the...!? It’s a huge ship! As such, its attacks are based on what 
it has on-board. Its Photon will lower any of your characters to 1HP. 
The other three moves will hurt your entire party for a small amount. 
This boss is a piece of cake, as long as you get a Trance with Steiner 
or Zidane. Steiner’s Trance attack will take off up to 5000HP, and 
Zidane’s Grand Lethal will hit for 9999HP. Yet again, the problem lies 
in stealing the items. The Holy Lance in particular is a pig to get. On a 
bad day, you will never get it. With the boss gone, you can take the 
potentially life-saving Gulug Stone and get out of there. 
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FINAL FANTASY IX 








[BELOW] Dear oh dear, 
there’s really no need for 
frog to use that language. 




As expected, Kuja has broken his 
word. A giant hourglass has been set in 
motion - when it runs out, Vivi, Eiko, 
Dagger and Freya will be dropped into 
the lava below! Why not just kill them, 
huh? Kuja obviously hasn't got the guts 
to do it himself. Cid is the only one who 
isn’t confined. It’s all up to you, froggy. 

You’ll hear the Black Mages talking 
about a trap which they have set up 
ahead. Apparently, you have to hit all the 




switches in order to turn it off. Hmmm, it 
sounds a bit too easy. What a surprise - 
as a normal-sized creature, it wouldn’t be 
a problem, but for a weedy little frog it’s a 
nightmare. There is a caged Hedgehog 









The first corridor is empty. Go up the 
stairs to the next corridor. There are two 
statues, one on each side. Light the candles 
on the left. A red glow will emanate from a 
stone on the right. Examine it to receive the 
Promist Ring. The next room has three 
statues in it. As you try to go into the next 
room, the angel’s eyes will glow red and a 
path will appear. Follow it to the balcony and 
light the lamp. A chest will appear in the 
statues room. Go into the next room and 
light the closest torch and the one under the 
flowers. Walk through until you come to 
another room with torches in. Light the one 
that is under the red flowers. This will open 



the way to the central area. Go back to the 
previous room and light the torches in the 
central area. You can now light all the 
torches. The bloodstone will glow again - a 
door has now appeared on the right-hand 
side. Take the Anklet and go through the 
door. Light the candle, and inspect the 
bloodstone to receive the Shield Armour. 
There is a flight of stairs at the end of the 
corridor which will take you up to a balcony. 
Light the candles and follow the corridor 
through to a library. Light the candles on the 
far left to create a new stairway. Climb up to 
the top-most bookcase and light the 
candles. The bookcase will slide away to 




Pie in the room. If it sees you, it isn’t 
going to let you get near the key. Press 
the • button to slowly move Cid 
forwards. Stand still when the monster 
looks around and it won’t see you. Take 
your time - you've got six minutes after 
all. You now have to find a way of getting 
up to the hourglass. If you could raise 
one side of the scales... 

You need to raise the scales all the way, 
so use the heaviest weights. The Clay, 
Stone and Iron weights will do. Great, 
everyone is free! Now to get out of here. 
First of all, go back into the torture room. 
Mojita is there and she would like you to 
deliver a letter to Mogsam. Buy any items 
that you need, and save your progress. 



reveal a doorway. Go through and take the 
N-Kai Armlet. Cool, this will let Vivi learn 
Water! You can now light the candles by 
the lower bookcase to reveal yet another 
doorway. There are two sets of candles on 
the next stairway - light them both. Go 
back into the library and light the remaining 
set of candles. This will reveal another 
doorway leading to another set of candles. 
Light them to reveal a path through the 
stained-glass on the left-hand side of the 
library. Mogsam is in here! Give him the 
letter and save your progress. 

There are two candles in the next room. 
Light them both, then inspect the 
bloodstone to receive the Dark Hood. This 
will teach Vivi Death! Do the same on the 
other side to receive the Venetia Shield. The 
items that you have picked up in this palace 
have some great attributes on them, so you 
should have them all equipped by now. Just 
checking, that’s all. To open up the secret 
pathway, make sure that only the right-hand 
candle for each statue is lit. Climb to the 
top of the stairs and try to light the candle. 
Uh-oh! Something tells us that maybe you 
didn’t want to do that! 
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Valia Pira 


Recommended Status Level: 41 

Boss: Valia Pira 

HP: 10,000 

AP Received: 11 

Carried Items: None 

Items Received: Elixir 

Attacks: Reflect, Thundaga, Firaga, Blizzaga 


This boss’s attacks are all elementals. If you have the bloodstones equipped, this will be a walk in the 
park. The first thing that the boss will do is to cast Reflect on itself. Reflect does not work if the magic 
has already been reflected, so get Dagger to cast Reflect on herself. Bounce any magic attacks off her. 
Well, that’s the technically sound way to do it - however, Amarant should be attacking for between 
2,000 and 5,000HP, so the boss won’t last long anyway! Now that the defences are down, you can light 
the candles and step onto the transporter. 


AFTER HIM 


Meanwhile... Zidane’s team have just 
arrived back from the Forgotten Continent 

Remember that Zidane doesn’t know about 
his friends’ escape. The dock transporter will 
take you to a different place this time. Kuja 
wants you to enter the room alone. This 
sounds really dodgy! Inside the room, Kuja 
will show you a pit. Damn it, how did they 
get captured? Geez, leave them alone for 
two minutes and look what happens! 

Steiner and co are getting worked up 
outside. All of a sudden, Vivi’s team 
appears on the transporter. What is going 
on in there? The team runs to Zidane’s aid 
- Eiko’s little legs mean that she doesn’t 
make it inside in time. Zorn and Thorn, 
always the opportunists, drag her away. 
Kuja takes the Gulug Stone and Eiko, and 
makes a run for it. Get after him! Pick up 
the Namingway Card, which is by the table 



on the left, before you leave. The Hilde Garde 
will be long gone by the time you get to the 
dock. Kuja must have transported straight 
onto the ship. The Black Mage who was 
guarding the path has now gone - follow 
the path to the rope ladder. The only way 
out of here is the Blue Narciss. Hit the 
switch and climb down the ladder. 

The Blue Narciss is much faster than the 
Hilde Garde, so you’ll soon catch up with 
it. Kuja has flown over to the Lost 
Continent. You should put Zidane, Steiner, 
Dagger and Quina in your team. Why? 
Zidane and Steiner can kill anything they 
come across at the moment, Dagger is 
useful for doing elemental damage to a 
group of opponents and Quina can learn 
some new abilities. Save your progress and 
head left to the weird-looking structure by 
the Gulug Mountains. 




Holy Volcanoes, 
Zidane! 

Well, this is a strange place. From the outside, you would expect an old, disused 
factory, teaming with enemies. It is in fact a cosy little settlement, with a shop and a 
bishop! Apparently this is the one place from which you can get a great view of the 
Shimmering Island. 

Go right from the bishop and you will come to the shop. It sells a whole selection 
of new gadgets - don’t forget to check around the back for a Wing Edge. More 
importantly, the bishop confirms that Kuja came through here with Eiko. They’ve 
gone up to Gulug Mountain, an area once filled with a race of giant moles! 
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[BELOW] I can’t, for the life 
of me, remember what this 
place is called. Damn. 



It’s time to get Eiko back. Mogrika is 
outside. She received a letter from 
Artemicion - it sounds like he is in 
some sort of trouble. Reassure her, and 
take the letter for Moolan. Up ahead is the 
viewpoint for Shimmering Island. What’s 
the big deal? It’s just a block of ice! 

Go back to Mogrika and head right. You 
will soon turn up in Gulug. There are items 
everywhere in this area - so many that 
we’re only going to mention the important 
ones. Enemies to be found here are as 
follows: Worm Hydra, Grenades and Red 
Vepals. All fear water and ice, so you 
shouldn’t have a problem. Head right. As 
you go through the first room, something 
will pass overhead. Oh well, it has gone 
now. When you get to the rope and pulley, 
don’t go down the rope. Walk past it and 
climb up the other side. Open the chest to 
find the Golden Hairpin. That’s it for this 
section. Go back to the start (remember 
that there's a rope that you haven't been 
down yet) and head left. There’s 10,000 
Gil to be found in this room, as well as a 
note from one of the moles. 

Go outside and climb down the ladder 
to get the Red Hat. This section is clear - 
go back to the rope and slide down it. 
Head right and give Moolan the letter. 
She’ll ask you to deliver one to Mogtaka. It 
seems that Artemicion has been rubbing 
something all over himself - something 
that Moogles like very much. Keep heading 
right until you go inside a two-storey hut. 
Look out for the notice on the wall. Go 
outside, and pick up the Gaia Gear. 
Something will be waiting for you when 
you go back inside! The Red Dragons 
aren’t that hard to defeat. Shiva, Blizzaga 
and a couple of attacks will bring them 
down. Remember, they carry Elixirs, and 
that they reward you with 11,000 EXP! 


Go back to the well, and keep heading 
left. There is another notice in the hut, as 
well as the Demon’s Mail. This is the 
protection that the Tantarian had (and 
wouldn’t give you!). It probably would 
have been really useful back then. There is 
another doorway by the entrance to the 
hut. It will take you through to Mogtaka. 
Give him the letter - wow, they’re getting 
quite worked up about Artemicion. Maybe 
they’re jealous of his little indulgence. The 
steps will take you to another hut, inside 
which a Red Dragon will attack you. 

That’s it! Back to the well. From the 
notices, you will have learned that the 
lever needs to be pulled three times 
before it will work. Slide down and defeat 
the Red Dragons. 
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[ABOVE] There is a secret pathway to be 
found behind the rope. Some earrings will be 
your prize - watch out for the Red Dragons. 
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[BELOW] That Red Dragon lies between you 
and the exit. Why do they even bother? 
They know that they’re going to die. 




Mog In A Trance! 


Nooo! It’s too late! Zorn and Thorn 
have already started the extraction 
process. The only thing is, it doesn’t 
seem to be working. That’s because 
she is only six years old, right? Nope, it 
seems that that’s only a myth. The real 
reason is because Eiko holds the 
power of a truly amazing Eidolon 
inside her. Mog is the Eidolon! Well, 
not exactly, but the Eidolon took the 
shape of Mog while it was growing. 

The Jester twins will finally get what 
they deserve! 

Kuja starts ranting on about 
something to do with souls. He’s in a 
world of his own, but you kind of get 
the feeling that he’s onto something 
extremely dangerous. What did he say 
about the twins? They’re not really 
twins? What is he talking about? Uh-oh! 
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Boss: Mettigemini 


Recommended Status Level: 43. 

Boss: Meltigemini. 

HP: 20,000. 

AP Received: 11. 

Carried Items: Demon’s Vest, Golden Hairpin, 
Vaccine. 

Items Received: Vaccine. 

Attacks: Venom Powder, Bio, Viral Smoke. 

You’ll find it very hard to get the Demon’s Vest 
from this boss, but don’t worry about it. It isn’t 
all that useful anyway. Use Vaccine on anyone 
who gets infected then just hammer it into the 
ground with Summons and physical attacks. 



With the boss defeated, you’ll get a couple of seconds 
to have a breather. Kuja has dropped the bombshell on 
the Black Mages - he can’t extend their lives, and never 
intended to. Well, I hate to say it, but we told you so. A 
woman’s voice rings out from the room behind you. It’s 
Hilda! Kuja was keeping her here, and in true James Bond- 
style, he told her his entire master plan! It’s time to get 
back to Lindblum and sort out your plan of attack. 

Zidane will wake up in the Lindblum guest room. Mogki 
would like you to deliver a letter to Kumool. At long last, 

Cid finally gets turned back into a human. Hilda will take 
you all through Kuja’s plans. It seems like your next mission 
will be to go to Ispen Castle on the Forgotten Continent. 

All of a sudden you’ll realise that Dagger isn’t there. After 
much searching, Beatrix will recommend the Resting Place 
to you. She also asks you to give Dagger the prized 
Garnet. Try equipping it and see what it does! After a lot of 
thought, Dagger has finally broken free of her grief - she 
can speak again! As a symbol of her new beginning, she 
takes Zidane’s Dagger and cuts her hair into a bob. Wow, 
she could make a great hairdresser! 



[ABOVE] The Hilda Garde 3 is 
almost ready to go. Then you 
can go and get Kuja! 
[BELOW] Beatrix seems to be 
in turmoil about something. 

Perhaps she’s missing 
Steiner - she must be mad! 






The Hilda Garde 3 is ready and waiting. 

It’s time to go. Before you go to Ispen 
Castle you should gain some more 
experience. Head over to Palmnell Island. 
Here you will find Grand Dragons, Gimme 
Cats, Gigan Octopi and Whale Zombies. 
With a whopping 35,000 EXP, the Grand 
Dragon is the one to go for. It has a huge 
amount of HP, but Level 5 Death will wipe 
it out straight away. Mess around here 
until you are on at least Level 50. 

Now for another little bonus. 

Remember that wagon at the Bohden 
Station. Steiner was carrying Dagger in a 
sack, so he couldn’t climb up to open the 
chest. You can land the ship on Bohden 
Heights and get to the chest for an Elixir 



Card. Now is probably a good time to go 
to the Chocobo section of the magazine, 
and get all those extra items. You can take 
part in all the Pop Quizes, again, to be 
found at the back of the magazine. You 
haven’t had any new weapons in a while, 
so head on over to Duaderreo. 

Now how did all these people get 
here? If you found it hard work to get past 
the dragons, surely they would have been 
killed as soon as they set foot on the 
island? Hmmm. Go right, down the stairs, 
and collect the Capricorn from the end of 
the walkway. Go into the next room and 
use the lift. Hey, it’s that four-armed man, 
Alleyway Jack. He seemed to think that he 
was a master card player. He certainly has 



got some great cards. Win all of his ship 
cards from him, then talk to the 
Synthesist. A new Dagger and some Thief 
Gloves should make Zidane very happy! 
There are loads of other bits as well. 
Engineer Zebolt is next door. He has a 
new card - the Troll Card. The Old Man 
at the other end of the room has another 
new card - the Zemzelett Card. 



[ABOVE] It’s another Friendly 
Animal. Give it what it wants. 
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There is a switch next to the exit. When 
you push it, something happens below. 

Go downstairs and talk to the 
Weaponsmith. Hmm, he sure has got a 
problem. You can fix that though. Go back 
to the entrance. Before you head left, go 
up to the slab at the far end. This 
mysterious stone will transform Ore into 
Aquamarine Stones. It isn’t very useful 
really. Take the left-hand exit and go up 
the stairs. Well I never! It’s the Oracle 
from Cleyra, and the Adventurer from 
Treno. Say hi, then get to work on the 
broken lift. There are some switches on 
the wall. Hit the left switch twice to reveal 
the hole. Hmmm, that bar over there 
should fit in the hole. Put the bar in the 
hole, then hit the right switch twice. Great! 


The lift works now, and you can buy some 
weapons from the Weaponsmith. 

Now it’s time to go to Popos Heights. 
You can find it just above Gizamaluke’s 
Grotto. This is the place that we advised 
you not to climb up into. If you go down 
into the grotto you’ll see that the Moogles 
have had babies! Give him a Kupo Nut to 
receive an Extension. 

So where else can you go? Well, you 
didn’t have Quina in your party back in the 
Ice Cavern. Maybe it can learn some more 
abilities. Mois is standing at the entrance 
to the Ice Cavern. Apparently it’s really 
dangerous inside. A villager is guarding 
the back entrance, so don’t bother trying 
that. You could try going to the three Qu’s 
Marshes - once you get 45 frogs, Quale 


will give you some Battling Boots. Other 
than that, you are free to go to Ipsen’s 
Castle, on the Forgotten Continent. 



[ABOVE] More new cards? That’s fine by me. 

Can anyone beat me at this game? 



As soon as you get there, Amarant will decide that he’s too good for 
you, and will go off on his own. This place is full of Gargoyles, Agares 
and Cerberi. All of them fear Leviathan and water attacks in general. There 
is an Aquarius is the entrance hallway. Kumool is in the next room. Give him 
the letter - he seems to think that Mognet Central can only be reached on 
a Chocobo. Grab the Cat’s Claws from the far corner. The top-most exit 
leads to a dead end at the moment, so slide down the pole instead. Climb 
up the ladder in the corner, and follow the path round to the next ladder. 
Climb down to the bottom and follow the path to the next ladder. Climb to 
the top and go through the doorway. Jump into the lift and go up. You’ll end 
up in a room with Amarant. Damn it, he got here first! Amarant decides that 
he doesn’t need you anymore, and runs off. Fine! Your hair was rubbish 
anyway! There are four 
mirrors on the wall. They 
appear to be stuck on a 
map of Gaia, each one 
belonging to a certain 
place. I would guess that 
these four places have 
something to do with 
breaking the seal. Er, 
what’s that noise? Maybe 
you shouldn’t have taken 
those mirrors? 




L£pit Lazuli! 


Boss: Taharka 


Zidane 5925 78 

v»vi 2017 233 

Dagger 2854 247 

ouina 1751 224 


Attacks: Chop, Curl, Blizzaga. 


This guy must be the guardian of the mirrors. He 
keeps talking about Terra’s plan - what is he going 
on about? Never mind, he’s threatening you, so you 
had better kill him. The only offensive attack that this 
boss has is Blizzaga, so you don’t have to worry 
about dying. Cast Sleep and Poison to shut it up for 
a little while. Now that you have the Thief Gloves, you 
shouldn’t have too much of a problem in stealing the 
items. As soon as you have the Orichacon, finish it 
off with Bahamut, Leviathan and Level 3 dark magic. 


Energy <low...int«n jted... 


Recommended Status Level: 50. 


Boss: Taharka. 

HP: 20,000. 

AP Received: 11. 

Carried Items: Orichalcon, Mythril Claws, Elixir. 
Items Received: None. 



















DISC THREE 




It’s time to get out of here, but not 
before you have searched around for 
treasure. Go back down the lift and 
walk towards the screen. There is a 
large plaque on the wall. Keep pushing, 
examining and pounding until you get 
the Kick option. Keep messing around 
until you get the Rest option - Zidane 
will lean against it and fall through! 
There’s a Barette on the other side. Go 
back the way you came. Explore all the 
different jump-off points to get the 
chests. There will be one walkway and a 
chest that you won’t be able to get to. 
Climb up the pole and save your 
progress. Trap doors will begin to 


appear now that you have come back 
up. Fall through the one that is near the 
top entrance to get to the Maiden’s 
Prayer chest. Get out and meet your 
friends at the bottom of the steps. 

What? Amarant is still in there. So much 
for not needing us! Zidane, being crazy, 
goes back in on his own. If you get into 
any fights, run away. There’s no way that 
you can defeat half of these monsters 
on your own. You can now get to the 
central doorway in the entrance hall - 
don’t go there just yet. Go into the 
Inverted Room. Amarant is in the 
bottom-left corner. He's being an idiot 
as usual. Grab him and get out of there. 



[Above] The Tonberries would 
be a problem if they came 
one by one, let alone coming 
in a group of three! Hit them 
with evrything you’ve got! 


BREAK THE 



Now that you’ve got the four mirrors, 
you’ll need to figure out where to go. 

First things first. Go to Treno and swap the 
three Stellazzio Coins for a Black Belt, 
20,000 Gil and Rosetta Ring. Go to the 
Weapons Shop and beat the Amdusius in 
exchange for some Running Shoes. 

Now you can go and attempt to break 
the seals. Drop the two girls off at the 
Water Shrine. Drop Freya and Amarant off 
at the Fire Shrine. Amarant gets a bit funny 
about Freya, but Zidane soon sets him 
straight. Drop Steiner and Vivi off at the 
Wind Shrine, and last but not least, go to 



the Earth Shrine. Getting to the Mirror 
Rooms is like a real-life Indiana Jones! 
Everyone makes it though. Surely it can’t be 
that easy? Hmm, spoke too soon - every 
Shrine is protected by a Terra Guardian. 

This is where everyone comes together, and 
their true spirit shines through. Zidane’s 
boss is the Earth Shrine boss. 



Boss: Earth Guardian 

Recommended Status Level: 53. 

Boss: Earth Guardian. 

HP: 20,000. 

AP Received: 11. 

Carried Items: Rubber Suit, Avenger. 

Items Received: Phoenix Pinion. 

Attacks: Blizzaga, Thundaga, Firaga, Earthquake, Double Slash. 

These bosses really don’t seem to be able to touch you any more! Cast Bad Breath 
with Quina to inflict Mini and Blind on the boss. Earthquake will be like a slight 
vibration now, and the Double Slash will miss. Keep stealing with Zidane, and 
when you’ve had enough, start attacking. Keep count of the damage that you’re 
doing (Zidane should be doing around 5,000 with each hit) - remember that Quina 
desperately wanted to eat this guy, so when you get to around 17,000 damage, use 
the Eat command. 

This is it. Everything is in place. It’s time to finally go to Terra. Make sure that 
you have everything that you need, and fly to the Shimmering Island. A huge 
wormhole will open and suck you up. 


/ 





63 












FINAL FANTASY IX 


A WHOLE 




You could be travelling through time, 
through space, through nothing. What 
does it matter? All that matters is that 
when you get there, it feels like home. 

Garland will be there to greet you. 
Acting now like a father, rather than a 
warrior, he bids you to follow him. As you 
run down the path you will see a small girl 
ahead of you. Hmmm, she looks an awful 
lot like Zidane. Don’t follow her just yet - 
head left and find the many treasures that 
await you in this wondrous place. Get 
back onto the main path, and keep 
following the little girl. After much climbing 
and chasing, everything will go quiet. The 
little girl will ask you to go on ahead. Do 
as she says. Be sure to go left so that you 
can pick up the Minerva's Plate. As you 



head up the stairs, Invincible appears, as 
if from nowhere. The memories flood back 
into Dagger’s head, and she passes out. 
What are they doing!? What are they 
talking about!? You must go on, but you’ll 
have to leave Dagger with Steiner. 

What is it with these people? They 
have no worries, no cares. Forget about 
them for the time being. Find the Inn and 
get Dagger to it. She’s the most important 
thing right now. When she awakens, she 
will remember it all - it was the Invincible 
that destroyed everything! 

As Zidane, search around until you find 
the room with the Moogle in. Moorock 
would like you to deliver a letter to 
Mozme. What’s a Moogle doing here 
anyway? Moorock has got some 



awesome new items for you to buy. Forget 
about the cost, you’re going to need 
them. Hey, it’s Stiltskin! How the hell did 
he get here? He has got more items for 
you. The price is going up, but these 
items are definitely worth it. 

Go down to the underground 
laboratory and talk to the girl. They all 
seem to think that you are special - the 
chosen one or something. I’ve got a bad 
feeling about this. 

Dagger asks Eiko to go and find 
Zidane. As Eiko, go to the laboratory and 
speak to Quina. S/he will come with you. 
Go and get Vivi, then Amarant from the 
places in which you saw them in the 
ATEs. Equip them, sort out their abilities, 
and then save your progress. 




A TALE OF WOE 


[BELOW] Zidane decides to 
face Garland alone. He wants 
to leave his friends out of it. 





It is now that you find out everything 
about Zidane. It is a horrible truth to wake 
up to, but Zidane is taking it quite well 
considering the intensity of it all. Zidane, 
like everyone else on this world, is a 
Genome - merely a vessel. He 
was created to be Garland’s 
angel of death. To wreak 
havoc on Gaia and prepare 
it for the inevitable soul¬ 
sucking machine that is Terra. 

The lifa Tree was Garland’s 
latent tool. A soul buffer, 
letting in Terran souls and 
consuming Gaian spirits. 

Zidane was created to be 
even more powerful than his 
brother-of-sorts, Kuja. The 
silver-haired Genome couldn’t 
handle the fact that he wasn’t 


good enough in Garland’s eyes. A reject; 
a failure. Kuja’s rage spun out of control, 
and now he is blinded by an ill-directed 
hatred of everything. 

Zidane refuses, of course. When 
Garland realises that Zidane won’t comply 
he decides to relegate him to the same 
state of mind as the vacuous vessel¬ 
like creatures that surround him. 



[BELOW] Whatever it was that Garland did 
to Zidane, it definitely wasn’t good. It could 
take a while to snap him out of his dream. 


Yeah... I was 
called that once. 
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DISC THREE 


THE ROAD 


Zidane is dreaming. He realises now that 
he could have been responsible for the 
destruction of an entire civilisation. How 
close did he come to being as evil as Kuja? 
How could he ever speak to his friends 
again? As long as he is around them, he’s 
endangering their lives. This is Zidane’s 
fight, Zidane’s problem, Zidane’s 
responsibility. No one else should be 
involved. He’s woken up by Vivi and Eiko, 
but only physically. Mentally, he is still in 
turmoil; caught between his duty and his 
heart. Monster after hideous monster 
pounds Zidane into the ground; the pain so 
distant from him that he continues on like a 
zombie. His friends are there every step of 
the way, but it’s beginning to look like he 
really is beyond all help. 

Battle 1 - Amdusius - 20,000 HP 
A demon Unicorn - similar to the one that 
you encountered in Treno, only more 
powerful. Freya will turn up to help. Zidane, 
in his deteriorating condition will take up 
to 5000 HP with each hit Later in the fight 
Amarant will arrive. 

Battle 2 - Abadon - 20,000 HP 
Steiner and Quina need Zidane’s help. 
After a few rounds, Zidane will arrive. 

Use Darkside and Zidane’s attack. Use 
Quina to heal with its White Wind. 



Battle 3 - Shell Dragon - 20,000 HP 

Steiner and Quina beg him not to go on 
alone, but he ignores them. Even so, it is 
becoming apparent that if they keep this 
up, there’s a chance that he might snap 
out of it He walks straight into the path 
of an oncoming Shell Dragon. Everything 
is going fine until it uses its Smash 
move, which reduces Zidane to 1 HP. 
Suddenly, he regains all of his HP. 
Dagger appears from behind him. Time 
to kick some arse! Get straight in there 
with Bahamut! 

Surely Zidane can’t ignore the one he 
loves? Surrounded by love and friendship, 
he finally gives in. After all, he has no 
choice. Equip your party, and head back to 
the others. Check out the Enemies section 
on how to tackle each of the nightmare 
opponents that will bar your way. Moorock 
will have followed you, so you can use him 
to save. 

Go back into the Mind Control room and 
pick up the Holy Miter. Keep going along 
the path until you come to a room filled with 
pods. There is a switch by the entrance. 
Once you press it, you will have 30 
seconds until the bridge on the other side 
closes. Every second or so, different pods 
will light up. If you are standing next to a lit 





pod, you will have to fight an enemy. The 
trick is to wait for the pods to light up, then 
quickly choose a path where there are no lit 
pods. You’ll just have to hope that the one 
next to you doesn't light up. The lights are 
random, so it’s just a case of try... and then 
try again. 

The next room has a strange device in 
the centre. It controls the lift in the next 
room. Set it so that it faces away from you 
then go to the far-left lift (top of the slope). 
You’ll soon find that it is impossible to get 
to the chest on your own. This is where the 
team comes in. Once you have been back 
to the control device a few times, the team 
will decide to split up. As part of an ATE, 
one team will control the device, while the 
other team rides on the lift. Keep going up 
until you get to the chest, which contains 
10,000 Gil. Change the device again so 
that it takes you up to the next level. 

The next section consists of a room full 
of transporters. Use them to get to the 
various chests - don’t worry, you won’t be 
able to get them all just yet. Give Mozme 
the letter and save your progress. 

The end is nigh... 


[ABOVE] The tables have 
turned - for once, Dagger is 
going to save Zidane’s butt! 
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Garland 

“There’s the observatory... You told me 
you’d become my angel of death....” 
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Boss: Silver Dragon 


Recommended Status Level: At least 60. 
Boss: Silver Dragon 
HP: 25,000. 

AP Received: 13. 

Carried Items: Kaiser Knuckles, Dragon 
Mail, Elixir. 

Items Received: Wing Edge. 

Attacks: Shockwave. 

An absolute piece of cake. A warm up. 
Ha! What exactly is that - a big chicken 
by the looks of things. Cast Silence and 
Blind then steal all of its items. Oh, I 
suppose you had better kill it as well. 
With Zidane’s attack, Steiner’s attack 
and Dagger’s Bahamut, it’ll be over in a 
few rounds! 

Come on! Let’s see what you’re 
made of old man! 


Boss: Garland 


Cast Silence and Blind again. This will cease Stop and Flare. Wave 
and Psychokenesis will only succeed in tickling you. Steal the 
items, then attack in the same style as for the Silver Dragon. Use 
Quina’s Mighty Guard if you don’t want to waste time healing. 

Garland has fallen. This is the time when something really bad 
happens, right? Yup, you’re right. Kuja has taken control of the 
Invincible, and he wants a fight! 


Boss: Kuja 


Recommended Status Level: At least 60. 

Boss: Garland 
HP: 35,000. 

AP Received: 13. 

Carried Items: Dark Gear, Ninja Gear, Battle Boots. 
Items Received: Wing Edge. 

Attacks: Flare, Stop, Wave, Psychokenesis. 


Ha! Thundaga and Demi hardly touch you. Steal the items and 
use the same tactics as for Garland. It’ll just take a bit longer. 
The one difference is that Kuja can’t be silenced. 


Recommended Status Level: At least 60. 

Boss: Kuja 
HP: 45,000. 

AP Received: 13. 

Carried Items: Light Robe, Carabini Mail, Ether. 
Items Received: Wing Edge. 

Attacks: Thundaga, Demi. 
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DSC THREE 







Kuja is enraged, so much so that he goes into a Trance. Oh dear, this is bad! Kuja’s 
Trance move is Ultima. You don’t stand a chance. But oh the irony. Like the dolls that he 
created, he too is just a mortal. Garland designed him to last for a limited time only, and 
his time has come. Garland’s death, like Kuja’s infinite power, is meaningless. As you can 
imagine, Kuja completely loses it and starts to destroy everything that he can see. You’ve 
got to save the Genomes! Zidane finally manages to find the girl, Mikoto. After much 
persuasion she agrees to come with him. Together, the gang take the Invincible through 
the wormhole, back to Gaia. Except, it’s not the same Gaia that you left behind... oh no! 
















All For One 
And One 


As you approach the source of the energy, 
thousands upon thousands of Nova Dragons 
will fly out at you. There’s no way that you can 
survive this on your own! Just then, a fleet of 
fully armed airships breaks through the clouds 
and starts firing at the dragons. It’s Cid, and he 
has brought an entire army of ships with him. 
They will give you the chance that you need to 
break through and get inside. You don’t have 
any choice - you’re just going to have to punch 
your way through! 


Boss: Nova Dragon 


Recommended Status Level: At least 60. 

Boss: Nova Dragon. 

HP: 50,000. 

AP Received: 13. 

Carried Items: Grand Armour, Dragon Wrist, Remedy. 
Items Received: Wing Edge. 

Attacks: Tidal Wave, Aerial Slash, Shockwave, Counter. 

Not a problem. Cast Mighty Guard and Bad Breath with 
Quina. With those in place, use Quina to heal (White 
Wind). Attack and Steal with Zidane. Attack with 
Steiner, and use Dagger for healing and anything else 
that needs topping up. 
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SETTLING 


The Genomes are quite similar to the Black Mages 
in many ways. They were both created to serve a 
purpose. They were both soul-less vessels. They both 
need a new start in life. It seems apt that they should 
start their new lives together. It’s going to take a long 
time for them to adjust to their freedom, but who 
knows - maybe one day they’ll be able to mix in with 
the rest of society. Let’s hope so. 

The time has come to face Kuja. Equip yourself, sort 
out your abilities and head for the energy source 
above the lifa Tree. 


[BELOW] You are now in 
Memoria, the city of dreams. 
Whatever you face will be 
your creation. Great! 


With the Nova Dragon defeated, you 
can move on to meet Kuja. You will 
find yourself in a strange place. 

Garland tells you that this place is called 
Memoria. It has been created from your 
dreams and memories. Who knows what 
awaits you inside?! 

At the top of the first flight of stairs is a 
flickering ball of energy. This is actually a 
save point. There are various well-hard 
enemies on the way up. Check out the 
Enemies section (starts pg96) to see 
what you will be up against. There is only 
one path to take, but it is a difficult road. 
When you arrive at the Pendulum Room, 
go into the left-hand corner. There is a 
spirit here that will challenge you to a 
game of cards. It has Invincibles, 
Alexanders, Nova Dragons and many 


other rare cards. As you go through the 
Recollection area, you’ll be able to pick up 
The Tower, a great new weapon for 
Zidane. Keep going up the path for your 
first challenge. 


[ABOVE] You will come across many weird 
and wonderful places in Memoria. 
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.COMMAND. 

►Attack 


1 am one of the Chaos guardians 


Boss: Maliris 


Recommended Status Level: At least 60. 

Boss: Maliris 
HP: 60,000. 

AP Received: 10. 

Carried Items: Masamune, Ultima Sword, Genji Armour. 

Items Received: Phoenix Down, Phoenix Pinion. 

Attacks: Sword Quiver, Mustard Bomb, Flame Slash, Raining Swords. 


It will help a lot if you switch on Body Temp for this one. Some 
fire-resistant armour would be useful as well. Even if you don’t 
use this advice, you can get through without a problem. Cast 
Bad Breath and Mighty Guard straight away. Use Zidane and 
Steiner for attacking only. The boss will cast Reflect on itself, 
so don’t bother casting spells against it. The Ultima Sword is a 
must-steal! Get it before you kill this beast. Mustard Bomb 
won’t hurt you if you have Body Temp switched on - otherwise, 
use Dagger to cast Life. When you finally wear it down, it will 
use Raining Swords as a desperation attack. As long as your 
characters are above 2000 HP, they will be okay. 


You will see a vision of Alexandria in 
the next room, along with another 
glimpse into its destruction. Images 
of Invincible, Bahamut and Alexander 
will flash up before you prior to a huge 
explosion. It's all in your mind of course. 
Once the vision has ended, you can 
walk up to it and save. There is a 
weapon to pick up opposite the save 
point. Keep following the path, through 



the floating objects room and into the 
stormy area. Over on the left is another 
card-playing spirit. Play it to get your 
hands on some more Ribbons. 

On your way through here, you will 
see an image of Dagger as a child, 
getting ready to run away from Madain 
Sari. Why can Zidane see Dagger’s 
memories? We’re definitely missing 
something here. 




Boss: Tiamat 


Recommended Status Level: At least 60. 

Boss: Tiamat. 

HP: 60,000. 

AP Received: 10. 

Carried Items: Grand Helm, Feather Boots, Blood Sword. 
Items Received: Phoenix Down. 

Attacks: Jet Fire, Magic Absorb, Absorb Strength. 


In a way, this guy is simpler than the last boss. If you’re lucky, 
he won’t use his most powerful move. This move causes Heat 
on most of your characters, even if they have Body Temp 
switched on. He is weak against Sleep, so use this to allow you 
to steal from him. Once you get a Trance with either Steiner or 
Zidane, you’re sorted. 
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■ NAME ■ 

Zidane 

Digger 

Steiner 

Quina 


2908 93 
3421 71 

3623 117 
3765 84 





















[ABOVE] Quina seems to think that it’s in an 
ocean, except, it’s all in the mind. Keep 
imagining, otherwise you’ll fall! 


After gathering loads of new cards, 
head left. You will find yourself on a 
path above the previous save 
point. Follow the path - there 
are tons of Ash creatures in 
this section. Don’t take them 
lightly, as sometimes they get 
two or three attacks in one row. 


Stop followed by Doom isn’t the nicest of 
combinations! The next area consists of a 
twisting stairway running through space. 
You can see the twin moons in the 
background. Go into the castle. 
There is a save point on the other 
side. Behemoths and Stilva 
patrol this area. Go through the 
waterfall. Quina is dreaming 
about swimming - Zidane 
soon sorts him out. Before 
you walk up the steps you 
can go right. A voice 
asks you to leave. 

You can walk away 
at this point... or 
maybe not! 


Boss: Hades 

Recommended Status Level: At least 62. 

Boss: Hades. 

HP: 60,000. 

AP Received: 30. 

Carried Items: Robe of Lords, Battle Boots, Running Shoes, 
Reflect Ring. 

Items Received: Elixir, Wing Edge. 

Attacks: Reflect, Freeze, Cleave, Judgement Sword (reduces 
HP to 1), Mustard Bomb, Curse (confuse, blind, mini), 
Doomsday. 

It’s very important that you switch on Body Temp for this one, 
as Hades uses Mustard Bomb and Freeze quite a lot. Cleave 
will hit your entire party for about 2000 HP. Judgement Sword 
reduces anyone to 1 HP. After a while he will begin to power- 
up his sword. You’ll get a count down from 3, at which point 
he will use Curse on you. This normally hits your entire party 
and inflicts Blind, Mini and Confuse. Zidane never seems to 
be affected by it. Heal up in as short a time as you can, ‘cos a 
big move is coming up! Steal the items if you must, and get 
in the Trance moves. If you don’t kill him soon, he’ll power-up 
his sword again - this time he will use his ultimate attack, 
Doomsday. This is a huge Meteor attack, which will hit you 
for a minimum of 5000 HP! 

Once you beat him, he will agree to synthesise something 
special for you in return for two Pumice Pieces. Did you find 
the second one? Shame... 


Zidane 4197157 
0d99er t 342 

Steiner 1749 20 

Quina 3202 256 


256 / 2 = 


Card Spirits 

As you go through the ruins, there will be an alleyway on your right. Go down it to 
discover another save point. 

It’s about time that you sorted out your cards again. If you have been playing 
against all the recommended people, you should have between 50 and 60 cards at 
the moment. So where are all the rest? Well, there are quite a few to be found up 
here. Two of the Card Spirits have been mentioned already. There were in the 
Pendulum Room and the Storm Room. The Pendulum Room spirit had Invincibles, 
Alexanders and Nova Dragons. The Storm Room spirit had Ribbons. The next spirit 
has Ifrits, Atomos, Flare, Meteor, Elixir, Ultima Weapon, Twin Moons and several 
others. The Strong Phantom is definitely worth playing. He can be found by going 
up the steps from the save point, then coming towards the screen and examining 
the pot. 
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THE DEMON SYNTHESIST 


Go back to the waterfall and save. 
Now head back to Hades. He will 
open up his synthesis shop for you. 
There are some really cool items to 
buy, including the legendary Pumice. 

I wonder where you get the Hammer 
from? Even if you didn’t get the 
Hammer, there are other items to buy 
before you carry on. Buy what you 
need, and go up the steps. 





Boss: Kraken 


Recommended Status Level: At least 62. 

Boss: Krakan 
HP: 60,000. 

AP Received: 10. 

Carried Items: Glutton’s Robe, Wizard Rod, Genji Helmet. 
Items Received: Phoenix Down, Phoenix Pinion. 

Attacks: Freeze, Wateraga, Leg. 


Okay, so Freeze can’t hurt you, and Wateraga only does about 
1,500 damage. No problem, right? Well, yes and no. The first thing 
to do is to knock off the tentacles. They only have about 6,000 HP 
each. Make sure that you keep your HP above 3,000. Most of the 
time, its Leg move won’t touch you, but every so often it will really 
hurt you. If it does, it will do about 3,500 damage. With one 
member down, it will constantly attack that member when you try 
to revive them. The problem doesn’t lie in killing the boss - it 
would just be nice to get through it with everyone conscious. 


'"’Zidane 4740 187 • 

Dagger 5599 316 - 

Steiner 4440 51 - S S T ”" 

Ouma 2299 245 



Rare Cards 

Climb the stairs to the top and walk past the clock face. Over on the right-hand 
side is a save point. Instead of going through the door on the left, go up the 
stairs to find another card spirit. This one has tons of rare cards such as Boco, 
Mog, Airship, Odin, Masamune, Genji, Twin Moons, Tiger Racket, Elixir and 
Hades. There are some really smart cards here, but use your head and you’ll win 
without a problem. 
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Go through the door. Ahead of you is a 
fiery planet. Garland tells you that this is 
Gaia in the beginning. This is Gaia Birth. 
Climb the ladder to the top. You will find 
the Mace of Zeus in the left-hand corner 
and another card spirit in the right-hand 
corner. It holds the mighty Dark Matter 
Cards and is a formidable opponent. Be 
very careful with your cards, as you are 
bound to lose some. Climb up the ladder 
to the strange hut above you. There is 
nothing inside, but as you approach the 
central door, the room will transform to a 
stone podium in the middle of nowhere. 
The fourth Seal Guardian awaits you. 




LV 5 Death 


Recommended Status Level: At least 64. 

Boss: Lich. 

HP: 60,000. 

AP Received: 10. 

Carried Items: Black Robe, Siren’s Flute, Genji 
Gloves. 

Items Received: Ether, Phoenix Down. 

Attacks: Death, Doom, LV 5 Death, Death Cutter 
(doom), Venom Powder, Earthquake, Stop. 


i ^Zidane 

'"digger 
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Not a problem! His death moves won’t kill you 
every time. Half of the time they will miss. 
Venom Powder will miss as long as you have 
Antibody switched on. Just keep pounding him! 


I, the ‘Eftrth Chao*’ L.ch, commend your feat. 
















SAVE THE 
CRYSTAL 



[ABOVE] The Crystal Realm 
is full of crystalline versions 
of the Seal Guardians. 



The edge of the podium leads into 
nothing, but this is all in your mind, so 
you should be able to walk across it. 

Walk towards the light, and Garland will 
tell you about the Crystal. The Crystal is 
the source of all life. Everything began 
with the Crystal. Kuja thinks that he can 
use the Crystal for something. You have to 
get to him before it’s too late! You will 
now be in the Crystal World. The enemies 
that you will encounter will be crystalline 
versions of the four Seal Guardians. You 
will gain no experience from them - only 
AP and items. Follow the path until you 
come to a save point. Save your progress. 
It is now possible to teleport back to the 
entrance. You can get back to the 
Invincible by pressing X at the bottom of 
the set of stairs next to the first save 
point. This will enable you to find all of the 
secrets of Final Fantasy IX before you 
face Kuja. Alternatively, if you’re feeling 
hard, go through the portal. 

It’s Kuja! He doesn’t want the world to 
exist if he won’t be in it, so he is going to 
destroy the Crystal, thus eliminating all life. 



Recommended Status Level: At least 64. 
Boss: Deathguise. 

HP: 50,000. 

AP Received: 0. 

Carried Items: Duel Claws, Black Belt, Elixir. 
Items Received: None. 

Attacks: Comet, Spin, Demon’s Claw. 


Comet really hurts, but it won’t use it all that 
often. It is prone to Sleep, but only as an 
added status attack. If you have Steiner in 
your team, his Ultima Sword will do the job. 

As long as you have Steiner attacking, it 
won’t have time to cast Comet. It’ll ail be over 
in a very short space of time. I 
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Zidane 4948 250 


Dagger 3599 386 
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Steiner 5389 194 
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[BELOW] Give Queen Stella 
the coin to get the hammer. 


At this point, you can go and take on 
Kuja, but if you do that, there’s no turning 
back. I don’t recommend fighting him at this 
point, after all, there’s still so much to do! Go 
back down to the save point and teleport 
back to the entrance. Go back to the 
Invincible by standing on the transport point 
(on the steps, just below the save point). 
Okay, it’s about time that you went and 



sorted out some unfinished business. First 
on the agenda is that elusive Hammer. 
Wouldn’t it be easy if you could just go and 
ask Cinna for his hammer? That won’t work 
- you see, Cinna has lost it. Forget about it 
for the time being, and channel your 
energies on something else. The Stellazio 
Coins haven’t been found yet. You should 
have collected ten by now. That leaves two 
still to find. The Pisces can be found on the 
Invincible. The second isn’t quite so easy. 
Head back to Alexandria. The entire city is a 
complete mess. Hardly any buildings have 
been left standing. Go to the Mini-Theatre 
and say hi to Ruby. Then pop in on the 
Moogles at the chapel. Kupo and Stiltskin 
are there, as well as a new Moogle, named 
Chestnut. Kupo is growing concerned about 



Mognet Central and would like you to 
deliver a letter to Atla. Stiltskin has a trio of 
items for you to buy - they may be a bit on 
the expensive side, but they’re worth it. The 
rope-jump sisters are here as well. If you 
succeed in jumping 1,000 times, you will 
receive the Jump-Rope Oueen item. Sadly, it 
has no use whatsoever. 

Make your way over to the castle. When 
you get there, you’ll soon realise that there is 
no castle. It has been completely destroyed. 
The only path left open to you is the harbour 
lift room. Go in and look around. Hey, it’s 
the final Stellazio Coin, Leo! You’ve finished 
in this town anyway. Jump onto the 
Invincible and fly to Treno. Oueen Stella will 
take the coins in exchange for 30,000 Gil 
and a Robe Of Lords. She has this funny 
feeling that there is another coin to be 
found. Her servant mentions that clues may 
be found on the backs of the coins. 

If you manage to find out where it is by 
using the clues, them there’s something 
wrong with you. All you need to know, is 
that thirteenth coin can be found at the 
bottom of Ouan’s Dwelling. Take this coin 
back to the Oueen to be rewarded with 
none other than the Hammer. Ta-dah! One 
quest down, loads to go! 


















Where haven’t you been? Well, you’re 
missing quite a few cards, so head on 
over to the Card Stadium. There will be a 
whole bunch of new challengers waiting 
for you, holding cards such as Behemoth, 
Marlboro, Iron Man, Abadon, Garuda, 
Grimlock, Veteran, Mover, Holy, Meteor, 
Flare, Madeen, Ark, Ifrit, Shiva and 
Bahamut! There are tons of cards to be 
won. Even so, you will still be missing at 
least ten. Where could they be? 

Run over to the Auction House and get 
your hands on Doga’s Artifact. It must 
have some use to it. The last thing to do 
in Treno is to fight the Behemoth, which is 
in the Knight’s House. Five slashes from 




TO 


The Tower should do it, in return for which 
you will receive a Circlet. 

Now you should set your sights on 
sorting out the whole Mognet Central 
problem. If you can get the Moogles to 
communicate through you, maybe you can 
sort it all out. You have already taken the 
first step by accepting Kupo’s letter. 
Deliver Kupo’s letter to Mogryo, who can 
be found in the Black Mage Village. Buy 
some equipment while you are there. Now 
you must deliver Mogryo’s letter to 
Kumool. He can be found in Ipsen’s 
Castle. The item seems to ring a bell - 
you’re definitely getting closer. Deliver the 
next letter to Mois. Mois was guarding the 



Ice Cavern when you saw him last. But he 
has since moved to Qu’s Marsh by 
Lindblum. Put Quina in your team and go 
into the marsh. Catch some frogs on the 
way. Mois will be chillin’ outside the 
entrance to Fossil Roo. Give him the letter 
and take the letter for Noggy. Noggy lives 
in Daguerreo. Ooooh, you're getting so 
close. Noggy wants you to deliver a letter 
to Kupo. Off we go again! Noggy reckons 
that the item is something called 
Superslick. Who would use Superslick? I 
know, Ruby! Yes indeed, Ruby has got the 
item that you need. Mognet Central can 
be found on a large island in the north. 

The only problem is, you can’t get in. 




[Above] Finally the Moogles 
figure out the Mognet 
problem. Took your time! 


[BELOW] Mois has moved 
from the Ice Cavern to the 
entrance of Fossil Roo. 






In order to get into Mognet Central, you’ll need to get an item 
from the Chocobo side-quest. Go to the Chocobo Forest and 
take part in the Chocobo Hot and Cold. Keep playing until you 
have found all of the Chocograph pieces. Meen will tell you that 
there are no more. I know this sounds like lot of work, but after a 
while they’ll start to come in thick and fast. The locations on the 
Chocographs are home to chests full of treasure. The first bunch 
of chests won’t contain anything special, but as you go on you will 
receive some awesome stuff! 

Once you have found all of the chests, go and look for them in 
this order. 




The map locations refer to the map on the next page. There is 
normally a set of Chocobo tracks near each location, with the 
exception of the Faraway Lagoon. You’ll have to use the tracks on a 


10 Antidotes, 1 Jade Armlet, 3 Wing Edge, I Cargo Ship Card 
River Chocobo Ability! 

5 Potion, 2 Hi-Potion, 2 Tent, 2 Cotton Robe 
5 Echo Screen, 7 Hi-Potion, 3 Tent, 1 Theatre Ship Card 
8 Potion, 4 Phoenix Down, 3 Ether, 1 Magician Robe 


green island west of the lagoon. Then head north and follow the 
shoreline to get to it. You will receive the River Chocobo ability from 
the Healing Shore. This will enable you to cross shallow water./ 


ITEMS RECEIVED 

2 Elixirs, 3 Hi-Potions, 4 Ethers, 2 Germinas Boots 


4 Remedy, 2 Elixir, 8 Rising Sun, 1 Oak Staff 
37 Potion, 6 Magic Tag, 1 Shield Armour, 1 Gaia Gear 
9 Phoenix Pinion, 5 Phoenix Down, 12 Peridot, 1 Diamond Gloves 


Uncultivated Land 
Healing Shore 
Between Mountains 
Cold Field 
Bird’s Eye Lagoon 


NAME 

Streamside 


LOCATION ON MAP 

i 


Small Beach 
Far-Away Lagoon 
Abandoned Beach 













NAME 


LOCATION 


ITEMS RECEIVED 


Streamside 

1 

2 Elixir, 3 High Potion, 4 Ether, 2 Germinas Boots 

Between Mountains 

2 

5 Potion, 5 Hi-Potion, 2 Tent, 2 Cotton Robes 

Uncultivated Land 

3 

10 Antidote, 1 Jade Armlet, 3 Wing Edge, 1 Cargo Ship Card 

Healing Shore 

4 

Blue Reef Ability! 

Abandoned Beach 

5 

9 Phoenix Pinion, 5 Phoenix Down, 12 Peridot, Diamond Gloves 

Cold Field 

6 

5 Echo Screen, 7 Hi-Potion, 3 Tent, 1 Theatre Ship Card 

Forgotten Lagoon 

7 

8 Gysahl Greens 5 Ether, 7 Hi-Potion, 1 Dragon’s Claws 

Faraway Lagoon 

8 

37 Potion, 6 Magic Tag, 1 Shield Armour, 1 Gaia Gear 

Abandoned Lagoon 

9 

6 Soft, 4 Ether, 1 Feather Boots, 1 N-Kai Armlet 

Bird’s Eye Lagoon 

10 

8 Potion, 4 Phoenix Down, 3 Ether, 1 Magician Robe 

Small Beach 

11 

4 Remedy, 2 Elixir, 8 Rising Sun, 1 Oak Staff 

Dawn Lagoon 

12 

Red Mountain Ability! 

Forbidden Forest 

13 

7 Ether, 2 Elixir, 10 Wing Edge, 1 High Mage Staff 

Green Plains 

14 

Blue-black Ocean Ability! 

Dusk Plains 

15 

12 Phoenix Down, 14 Ore, 1 Kaiser Knuckles, 1 Iron Man Card 

Forgotten Plains 

16 

17 Ore, 5 Ether, 14 Opal, 1 Demon’s Mail 

Sea At Dusk 

17 

15 Phoenix Pinion, 1 White Robe, 1 Diamond, 1 Masamune Card 

Ocean 

18 

27 Ore, 1 Light Robe, 1 Whale Whisker, 1 Alexander Card 

Cold Lagoon 

19 

11 Peridot, 9 Opal, 15 Sapphire, 19 Topaz 

Mist Ocean 

20 

Gold Flying Ability! 

Outer Island 

21 

21 Amethyst, 16 Garnet, 1 Genji Armour, 1 Ragnarock 

Outer Island 2 

22 

11 Sapphire, 1 Circlet, 1 Pumice Piece, 1 Hilda Garde 3 Card 

Fairy Island 

23 

33 Potion, 15 Annoyntment, 1 Holy Miter, 1 Dark Matter Card 

Forgotten Island 

24 

1 Ribbon, 1 Rebirth Ring, 13 Amethyst, 1 Ark Card 



[BELOW] This is probably the 
only place in which you will 
find the Viltgance Card. 




Once you have found the locations, fly 
over to Chocobo’s Lagoon. There are 
some tracks on the island just north of 
here. Getting to the lagoon isn’t quite so 
straightforward. Follow the reef northwards, 
then follow the coast as it bears right. You 
will come back on yourself, eventually 
coming to a place where you can cross 
back over to the lagoon. Choco can only 
dig in the shallow water. Mene limits your 
time to 30 seconds. The best tactic is to 
quickly turn around and dig behind you, just 
to make sure that there is nothing there 
before you run off. 

Chocobo’s Lagoon 

Chocographs: 7, 9, 12, 15. 

It can be quite tricky to get to some of 
these. The best tactic is to find the location 
in the Hilda Garde 3, then trace out a path 
along the reef, and follow it back to a set of 
tracks. Along the way you will find another 
chest that will take you to Chocobo’s 
Dreamland. Here, you will be taught the 
Mountain Ability. This will allow you to 
cross mountain ranges. With all the chests 
found, head back to Chocobo’s Forest. 

The mountain ability will allow you to 
get to the higher ledges in the forest. This, 
combined with Choco’s higher beak level, 
will allow you to find more Chocographs. 
You will also start to find Dead Peppers, 
which we will explain later on. 


Chocobo’s 
Forest (revisited) 
Chocographs: 13, 14, 16, 

19, 2 Chocograph Pieces. 

Among the many treasures to be found 
will be the Blue-black Ocean Ability. This 
will allow you to cross deep water. Find all 
of the locations, and make your way to 
Chocobo's Lagoon. 

The ocean ability will allow you to dig in 
the deep-water areas of the lagoon. 

Chocobo’s 
Lagoon (revisited) 
Chocographs: 17, 18, 22, 2 
Chocograph Pieces. 

Now that you have all six pieces, they will 
join up to form Location 20, which holds 
the mighty Gold Chocobo Ability. This will 
allow you to fly. Simply stand in a forest 
and press X. It is now time to take Choco 
to his homeland. Fly the Hilda Garde 3 to 
the Frozen Continent. Call Choco, and fly 
to the far northwest corner of the map. 
Here, you will find a small island with a 
crack in the side of the mountain. Stand 
on the crack and give Choco a Dead 
Pepper. Ta-da! You have found the 
entrance to Chocobo’s Paradise! Talk to 
the Fat Chocobo, and mess around a bit 
before you leave. 


Now you need to find the final three 
Chocographs. Go to the centre of the 
central ocean. There will be a shadow on 
the water. You will need to be flying to get 
to the desired area. Hover over the 
shadow and use a Dead Pepper. You will 
be whisked up to Chocobo’s Air Garden. 
Find the final three Chocographs, then get 
out there and find them. 













A FEW LAST WORDS 


Finally, you’ve found a way of getting into 
Mognet Central. Fly over to it and use a 
Dead Pepper on the crack. Go inside and 
give Artemicion the Superslick. Everything 
will be back to normal now! There are only a 
few treasures left to find before you can 
finally face up to Kuja. Find the Dive Spots 
and the Cracks on the map above. The Dive 
Spots are shown by bubbles in the water, 
and the cracks are shown as cracks in 
mountain sides. Find them and use Dead 
Peppers to get the treasures. The ultimate 
treasure can be found in the spot where the 
Shimmering Island used to be. Use the map 
to place yourself on the white dot of the 
Shimmering Island. There are no bubbles at 
this Dive Spot - you’ll just have to take the 
chance. If you find it, you will receive the 


Ultimate Weapon! Remember that to get into 
a Dive Spot, you need to be walking in the 
water, not hovering above it. 

The only things left to do, are to find all of 
the Friendly Animals (Page 78), find all of 
the Ragtime Mice (Page 79), and to get the 
secret items from Hades. Now that you have 
the hammer and the Pumice Piece, you can 
go and see Hades in Memoria. You should 
create two save points. One where you use 
the hammer to make the Tin Armour, and 
one where you don’t. You will get a different 
ending depending on whether you have the 
hammer at the end of the game or not. Now 
that you have two Pumice Pieces, you can 
synthesise a Pumice Stone. Just wait until 
you see what Dagger can use it for! 

Prepare yourself for battle... 




Kuja 

“I can’t believe you beat Death<jui*e. 


Recommended Status Level: At least 70. 


Boss: Kuja Trance 
HP: 60,000. 

AP Received: 0. 

Carried Items: Rebirth Ring, White Robe, Ether. 
Items Received: None. 

Attacks: Holy, Flare, Flare Star, Curaga. 


This isn’t as hard as it first seems. Firstly, cast Mighty Guard with Quina. Use \ 

Dagger for healing only. Attack with Zidane and Steiner, unless you get in a 
situation whereby you have to use them to heal. Cast Bad Breath every two 
rounds - it will inflict Blind, but more importantly, it will inflict Slow for a 
short period of time. Get Dagger to cast Cura or Curaga on the entire party every 
round. Flare will hit one character for about 1,000 HP, but Flare Star will hit your entire 
party for up to 2,500 HP, so don’t let your HP ever go below 2,500. When he is at the 
end of his tether, Kuja will resort to his most powerful attack, Ultima. 

The Crystal has been destroyed. Its destruction has allowed a great evil to enter this 
dimension. Its purpose - to suck everything back with it into the Zero World! 

Four of your friends will give themselves up to empower the team that you choose. 










Zidane 

Steiner 

Quina 

oasser 


2859 271 ■= 
5572 194 ^25 
4150 294 5= 
1584 552 255 


FINAL 

Recommended Status 
Level: At least 70. 

Boss: Necron 
HP: 60,000. 

AP Received: 0. 

Carried Items: Rebirth Ring, White Robe, Ether. 
Items Received: None. 

Attacks: Firaga, Flare, Blue Shockwave 
(reduces HP to 1) Protect, Grand Cross, Flare 
Star, Curaga. 

At times this boss can cause you some real 
nightmares - other times, he’ll be as easy as 
pie. Immediately cast Mighty Guard with Quina. 
Attack with Steiner and Zidane, and use Ark 
with Dagger. That round of attacks should get 
you the first 25,000 HP. Necron’s Grand Cross 
will hit you for around 2,000 HP each, but that 
isn’t the problem. The problem lies in the fact 
that it also inflicts all sorts of status effects, 
such as Petrify, Beserk, Confused and Heat. 

You won’t be able to avoid them all. As soon 
as it hits, concentrate all of your efforts on 
restoring the team. Use Life, White Wind, 

Elixirs - whatever it takes. Then continue to 
pummel it with Ark and standard attacks. If you 
get a Trance with Steiner or Zidane, you’ll be 
laughing all the way back to Gaia. 

Remember... you have to survive. All life is 
depending on you! 
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THE END 
SEQUENCE 
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Every now and then, you will come 
across a battle where the music 
changes to a plinky-plonky tune. The 

supposed enemy won’t attack you - 
instead, it will ask you to give it 
something. In return for you giving it the 
item that it has asked for, you will be 
rewarded with AP and items. These 
Friendly Animals only appear in certain 
forests. When they have been fed, they 
will ask you to say hello to another one of 
their friends. This is a clue as the next 
friendly animal that you will encounter. 

If you don’t have the required item 
when you came across one, run away. You 



can always come back. Whatever you do, 
don’t attack it, as this will scare it off. The 
advantage of taking part in this side-quest 
is the AP that you receive. This, along with 
the Ability Up technique will allow you to 
learn loads of new abilities in a short 
space of time. The animal in question will 
normally give you the item that you will 
need for the next encounter, so don’t go 
using them unless you are asked for them. 

We’ve included a table of where to 
find them. Please note that they will not 
always turn up in the first battle. 
Sometimes you’ll have to battle two or 
three times to make them appear. 





FRIENDLY ANIMAL 

ITEM NEEDED 

FOREST LOCATION 

REWARD 

MU 

ORE 

NOLRICH HEIGHTS FOREST 

10 AP, POTION 

GHOST 

ORE 

BETWEEN TRENO AND QUAN’S DWELLING 

10 AP, HI-POTION 

LADYBUG 

ORE 

OUTSIDE ENTRANCE TO OUTER CONTINENT 

20 AP, ETHER 

YETI 

2 X ORE 

OUTSIDE MADAIN SARI 

20 AP, ELIXIR 

NYMPH 

3 X ORE 

FOREST IN UFA TREE AREA 

30 AP, EMERALD 

JABBERWOCK 

EMERALD 

EAST OF OEILVERT 

30 AP, MOONSTONE 

FEATHER CIRCLE 

MOONSTONE 

LOST CONTINENT 

40 AP, LAPIS LAZULI 

GARUDA 

LAPIS LAZULI 

POPOS HEIGHTS (SECRET EXIT FROM GIZAMALUKE’S GROTTO 

40 AP, DIAMOND 

YAN 

DIAMOND 

VILE ISLAND (NEAR UFA TREE) 

50 AP, ROSETTA RING 
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POP QUIZ! 


This side-quest is similar to the Friendly Animal side-quest, in 
that a creature will appear, accompanied by a plinky-plonky 
tune. The creature in question is the Ragtime Mouse. It travels the 
globe, asking people questions, and it seems to be made of money. 
When it appears, it will ask you a general knowledge question based 
on the world of Gaia. You must then attack one of the symbols - the 
circle for true, and the cross for false. If you answer successfully, you 
will be showered with money. If not, you will receive nothing. There is 
no set place to find the Ragtime Mouse, but it only turns up in 
forests. Your best bet is to get into a fight in every forest that you 
see. You can defeat Ragtime Mouse by answering 16 questions 
correctly. The questions will be taken from the 17 questions below. 



Inumber 

QUESTION 

TRUE/FALSE? 1 

1 

“1 WANT TO BE YOUR CANARY” WAS WRITTEN BY LORD AFON. 

FALSE 

2 

THE 15TH LINDBLUM WAR STARTED IN 1600 

FALSE 

3 

THE THEATRE SHIP PRIMA VISTA WAS BUILD IN ARTANIA SHIPYARD 

FALSE 

4 

LINDBLUM CASTLE IS LARGER THAN ALEXANDRIA CASTLE 

TRUE 

5 

SOME MUS ARE FRIENDLY AND WON'T ATTACK 

TRUE 

6 

BURKMEA CABLE CARS HAVE BEEN RUNNING FOR EIGHT YEARS 

TRUE 

7 

ONLY ONE DESERT EXISTS IN THE ENTIRE WORLD 

FALSE 

8 

CONDE PETIE IS A VILLAGE OF GOBLINS 

FALSE 

9 

PRIMA VISTA MEANS LOVE AT FIRST SIGHT 

FALSE 

10 _ 

TRENO’S CAFE, CARD CARTE, IS MEMBERS ONLY 

TRUE 

11 

BOBO BIRD IS A BIRD THAT BRINGS YOU FORTUNE 

FALSE 

12 

YOU CAN DEFEAT RAGTIMER 

TRUE 

13 

CHOCOBO FOREST IS LOCATED BETWEEN LINDBLUM AND SOUTH GATE 

FALSE 

14 

THEATRE SHIP PRIMA VISTA USES MIST AS ITS ENERGY 

TRUE 

15 

THE LINDBLUM WAR STARTED IN 1500 

TRUE 

16 

FOSSIL ROO IS AN UNDERGROUND TUNNEL THAT CONNECTS 

TRENO AND ALEXANDRIA 

FALSE 

17 

LINDBLUM AIR CABS OPERATE AROUND THE CLOCK 

TRUE 


QUEEN STELLA 

There are 13 Stellazzio Coins to be found around the world. There is only one person who collects these 


coins - Queen Stella. She can be found in Treno, where she awaits the return of the coins. Many people try 
their luck at tricking her with fake coins, but somehow she knows. You will be rewarded for each coin that you 
find for her. This is a very important side-quest, as it allows you to find the Blood Sword early on in the game, 
and it also allows you to find the elusive Hammer item. 

Here’s a list of where they all are, and what you’ll receive for them: 

NAME 

LOCATION 

REWARD 

ARIES 

INSIDE DALI WINDMILL 

1,000 GIL 

TAURUS 

BEHING TRENO ITEM STALL 

PHOENIX PINION 

GEMINI 

THROW MONEY INTO TRENO’S FOUNTAIN 

2,000 GIL 

CANCER 

BEHIND THE WHEELBARROW IN BURMECIA 

BLOOD SWORD 

LEO 

NEPTUNE STATUE-ROOM, ALEXANDRIA 

5,000 GIL 

VIRGO 

BLACK MAGE INN 

ELIXIR 

LIBRA 

MADAIN SARI’S FOUNTAIN 

10,000 GIL 

SAGITTARIUS 

BUSINESS DISTRICT’S PICKLE-CART AREA (DISC 3) 

BLACK BELT 

SCORPIO 

QUAN’S DWELLING 

20,000 GIL 

CAPRICORN 

BETWEEN DAGUERREO ENTRANCE 

AND THE SYNTHESIST’S ENTRANCE 

ROSETTA RING 

AQUARIUS 

ENTRANCE HALLWAY TO IPSEN’S CASTLE 

30,000 GIL 

PISCES 

CHEST IN THE INVINCIBLE 

ROBE OF LORDS 

OPHIUCHUS 

QUAN’S DWELLING (AFTER COLLECTING ALL 12) 

HAMMER 
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TETRA 






All through the game you’ll pick up Playing Cards. 
Admittedly you won’t get anything for finding them, 
but we’ve created this section to try and help you 
defeat those nightmare Card Masters. Bring it on! 


One of the biggest sub-games in Final 
Fantasy comes in the form of a card 
game, called Tetra Master. Most people 
around the globe play this game as a 
hobby - some take it more seriously than 
others. As long as the person has some 
cards to play with, you can challenge 
them to a game by walking up to them 
and pressing the ■ button. A grid will 
then appear with a number of randomly 
placed blocks. Each player chooses five 
playing cards. These cards can either be 
won or found, but not bought. There are 
four values on the face of the cards. The 
highest number denotes that card’s attack 
value. The lowest number denotes that 
card’s defence value. 

Each card has arrows on it. An arrow 
can appear on the corners or the sides, 
giving a maximum number of eight arrows. 


EXAMPLE 1 : You place your card next to 
another one. Your card has an arrow 
pointing towards the blank (no arrow) face 
of the other card. Because your card is 
pointing towards the other card, it will 
change to your colour, therefore you will 
win it. This is a straightforward attack. 

EXAMPLE 2: You place your card with a 
blank face next to a card, which has an 
arrow pointing towards you. Nothing will 
happen. Arrows pointing towards blank 
faces will only win when the arrow card is 
attacking. In this case, the blank card is 
attacking, so nothing happens. 

EXAMPLE 3: Two cards, placed next to 
each other, have arrows pointing towards 
each other. In this case, the cards will go 
into a card battle. This is where the values 
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TETRA MASTER CARDS 




come in. The attacking card’s attack value 
will fight against the defending card’s 
defensive value. In general, the higher 
number should win, but various aspects of 
the battle are determined by dice-method, 
so it isn’t a certainty. 

EXAMPLE 4: If you beat a card in a card 
battle, any other cards which the 
opponent is pointing at will also be beaten 
as part of a combo. This means that if that 
card is pointing at seven other cards, you 
will win all seven of them. 

EXAMPLE 5: The winner of the game is 
the person who has the most cards in 
their colour. Your prize will be to keep 
one of the opponent's cards. You can 
only choose from those cards that you 
have beaten. If you manage to beat all of 
the cards in the battle, you will achieve a 
‘Perfect,’ and will be allowed to keep all 
of the cards! 




On the next page we have included a 
list of all the cards that are attainable in 
the game. There are 100 in all, and you 
will only find them by battling against 
everyone. Only certain people hold certain 
cards - some of the very rare cards can 
only be found as part of the Chocobo 
side-quest. You’ll have to read through the 
guide to find the best people to battle. 
Good luck! 




WE’VE GOT THEM ALL! 


Here it is - the full list of all the cards that you can find in the game. 
Read through the guide to find the best places to find them all. 


Number Name Number Name 

On Grid Of Card _japs On Grid Of Card 


1 GOBLIN 


2 

FANG 

3 

SKELETON 

4 

FLAN 

5 

ZAHGNOL 

6 

LIZARD MAN 

7 

ZOMBIE 

8 

BOMB 

9 

IRONITE 

10 

SAHAGIN 

11 

YETI 

12 

MIMIC 

13 

WYERD 

14 

MANDRAGORA 

15 

CRAWLER 

16 

SAND SCORPION 

17 

NYMPH 

18 

SAND GOLEM 

19 

ZUU 

20 

DRAGONFLY 

21 

CARRION WORM 

22 

CERBERUS 

23 

ANTLION 

24 

CACTUAR 

25 

GIMME CAT 

26 

RAGTIMER 

27 

HEDGEHOG PIE 

28 

RALVUIMAHGO 

29 

OCHU 

30 

TROLL _j 

31 

BLAZER BEETLE 

32 

ABOMINATIOM 

33 

ZEMZELETT 

34 

STROPER 

35 

TANTARIAN 

36 

GRAND DRAGON 

37 

FEATHER CIRCLE 

38 

HECTEYES 

39 

OGRE 

40 

ARMSTRONG 

41 

ASH 

42 

WRAITH 

43 

GARGOYLE 

44 

VEPAL 

45 

GRIMLOCK 

46 

TONBERRY 

47 

VETERAN 

48 

GARUDA 

49 

MALBORO 


50 MOVER 


51 

ABADON 

52 

BEHEMOTH 

53 

IRON MAN 

54 

NOVA DRAGON 

55 

OZMA 

56 

HADES 

57 

HOLY 

58 

METEOR 

59 

FLARE 

60 

SHIVA 

61 

1 FRIT 

62 

RAMUH 

63 

ATOMOS 

64 

ODIN 

65 

LEVIATHAN 

66 

BAHAMUT 

67 

ARK flHBi 

68 

FENRIR 

69 

MADEEN 

70 

ALEXANDER 

71 

EXCALIBUR II 

72 

ULTIMA WEAPON 

73 

MASAMUNE 

74 

ELIXIR 

75 

DARK MATTER 

76 

RIBBON 

77 

TIGER RACKET 

78 

SAVE THE QUEEN 

79 

GENJI 

80 

MYTHRIL SWORD 

81 

BLUE NARCISS 

82 

HILDA GARDE 3 

83 

INVINCIBLE 

84 

CARGO SHIP 

85 

HIDA GARDE 1 

86 

RED ROSE 

87 

THEATRE SHIP 

88 

VILTGANCE CARD 

89 

CHOCOBO 

90 

FAT CHOCOBO 

91 

MOG 

92 

FROG 

93 

OGLOP 

94 

ALEXANDRIA 

95 

LINDBLUM 

96 

TWO MOONS 

97 

GARGANT 

98 

NAMINGWAY 

99 

BOCO 

100 

AIRSHIP 
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Ah, Moogles. Where 

MOOGLE 

LOCATION 

PAGE REFERENCE 

LETTER TO WHOM? 

would Final Fantasy be 

KUPO 

ALEXANDRIA/BELL TOWER 

22 

MONTY 

without them? Every 

MOSH 

SOLDIERS’ CHANGING ROOM 

23 

NO LETTER 

Final Fantasy since time 

MOSCO 

PRIMA VISTA CRASH SITE 

25 

NO LETTER 

began has included 

MONTY 

EVIL FOREST/SPRING 

26 

NO LETTER 

them in some form or 

MOIS 

ICE CAVERN 

27 

GUMO 

another. In this game, 

GUMO 

DALI/INN 

28 

NO LETTER 

there are extremely 

KUMOP 

DALI/STORAGE AREA 

29 

MOGKI 

helpful. Wherever you 

MOGKI 

LINDBLUM/GUESTROOM 

30 

ATLA 

find a Moogle, you can 

MOODEN 

LINDBLUM/INN 

31 

NO LETTER 

stay the night and save 

MOONTE 

LI NDBLUM/DRAGON’S GATE 

32 

NO LETTER 

your game. There is 

MOGMI + MOGUTA 

GIZAMALUKE’S GROTTO 

32 

NO LETTER 

something about 

GRIMO 

BOHDEN STATION 

34 

NAZNA 

Moogles that means 

ATLA 

BURMECIA/VAULT 

34 

MONEV 

enemies don’t attack 

NAZNA 

SUMMIT STATION 

36 

MOCHOS 

them. Perhaps they’re 

MOGRICH 

TRENO/OUTSIDE KNIGHT’S HOUSE 

37 

NO LETTER 

just so hard that 

MOCHOS 

GARGANT ROO ENTRANCE 

38 

NO LETTER 

enemies run in terror! 

MONEV 

CLEYRA’S TRUNK 

38 

NO LETTER 

Whatever it is, as long as 

MOPLI 

CLEYRA SETTLEMENT 

40 

SERINO 

you don’t try to hurt 

SERINO 

RED ROSE 

41 

MOODEN 

them, you’ll be fine. 

MOSH 

ALEXANDRIA/BELL TOWER 

42 

MONTY 

When you escape from 

MONTY 

PINNACLE ROCKS 

43 

NO LETTER 

the Evil Forest, Monty will 

MOODEN 

LINDBLUM/INN 

43 

MOONTE 

give you the Moogle’s 

MOONTE 

LINDBLUM/DRAGON’S GATE 

43 

NO LETTER 

Flute. This will enable 

MOGKI 

FOSSIL ROO 

45 

NO LETTER 

you to call upon Moguo 

KUPPO 

FOSSIL ROO 

45 

KUPO 

whenever you are on the 

MOGMATT 

SUZUNA 

46 

SUZUNA 

world map. He will let 

MOGRYO 

BLACK MAGE VILLAGE 

46 

MOCHI 

you use a tent or save 

SUZUNA 

MOUNTAIN PATH 

47 

NO LETTER 

your progress. In return 

MOCHI 

UFA TREE 

48 

NO LETTER 

for being so kind to you, 

KUPO 

ALEXANDRIA/BELL TOWER 

51 

NO LETTER 

they will often ask you to 

MOGKI 

LI N DB LU M/G U ESTROOM 

55 

MOODEN 

deliver letters for them. 

MOODEN 

LINDBLUM/INN 

55 

NO LETTER 

This service is called the 

MIMOZA 

OEILVERT/ENTRANCE 

56 

MOOEL 

Mognet. The Mognet 

MOOEL 

OEILVERT/STAR DISPLAY 

57 

NO LETTER 

Postman, one Artemicion, 

MOJITO 

KUJA’S PALACE/RACK 

58 

MOGSAM 

is supposed to do it 

MOGSAM 

KUJA’S PALACE/LIBRARY 

58 

NO LETTER 

himself, but he doesn’t 

MOGRIKA 

EST GAZA/VIEWPOINT 

60 

MOOLAN 

do his job very well, and 

MOOLAN 

MOUNT GULUG 

60 

MOGTAKA 

rarely comes round. 

MOGTAKA 

MOUNT GULUG 

60 

NO LETTER 

There is also a 

MOGKI 

LINDBLUM/GUESTROOM 

61 

KUMOOL 

travelling Moogle, who 

KUMOOL 

IPSEN’S CASTLE 

62 

NO LETTER 

goes by the name of 

NOGGY 

DAGUERREO 

62 

NO LETTER 

Stiltskin. He is known far 

MOOROCK 

TERRA VILLAGE 

64 

MOZME ___ 

and wide as the bravest 

MOZME 

PAN EMON1U M/MAZE 

65 

NO LETTER 


Moogle alive, a hero in 
ail Moogles’ eyes. It is an 
honour for him to visit - 
whenever you see him, 
he will have items that 
he has found on his 
travels. You can buy 
these from him, thus 
funding his expeditions. 

Here are the 
locations of all the 
Moogles, just so that 
you don’t miss them. 
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Underneath your 
character’s HP bar, you 
will find another bar. Every 
time your character takes 
damage, this bar will fill 
up slightly. When it fills 
completely, your character 
will undergo a 
transformation. For a 
short period of time, they 
will be able to perform 
special moves, or more 
powerful versions of their 
standard moves. No 
status ailments will affect 
them during this time. The 
Trance state will normally 
last for three or four 
rounds before your 
character reverts back to 
their normal state. 

The only character 
whose Trance allows him 
to do significantly 
different moves, is Zidane. 
These are shown here. 

Vivi has the ability to 
cast two magic spells at 
once. Dagger’s Summon 
command switches to 
Eidolon. This simply 
makes her Summons 
more powerful. The same 
applies to Eiko. Steiner’s 
attacks become lethal, 
often hitting for up to 
three times the damage. 
Freya’s Jump command 
changes, and enables her 
to stay off-screen, 
attacking with greater 
frequency. Amarant, like 
Steiner, becomes more 
skilled with his weapon. 


Zidane’s Trance Ability ‘Dyne* 
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WEAPONS AND 



All Dressed Up 

You wouldn’t be much good in a fight against a dragon if you had a T-shirt and shorts on, would you? That’s why each town 
in Gaia has a variety of shops, which sell a multitude of fancy weapons and armour. Generally speaking, as you progress 
through the game you will acquire more powerful equipment. Sometimes you will have to resort to getting something 
synthesised in order to make it stronger. Shop will also re-stock every so often, so it’s worth going back, just to make sure 
that you’re not missing out on anything. To make it easier for you, we’ve listed all the shops, and all the equipment that they 
sell. Some shops appear more than once - this is because they have re-stocked with different items since the last visit. 




Dali Weapons Shop 

MYTHRIL DAGGER 



DAGGER 

IRON SWORD 



MAGE MASHER 

JAVELIN 

wmm 


BROADSWORD 

ROD 



IRON SWORD 

FORK 

mm 



LEATHER WRIST 



MAGE STAFF 

GLASS ARMLET 

^m 


WRIST 

BRONZE GLOVES 



LEATHER WRIST 

SILVER GLOVES 

■HR 


BRONZE GLOVES 

STEEPLED HAT 



LEATHER HAT 

HEADGEAR 

■Hi 


FEATHER HAT wmmmmmm 

IRON HELM 



RUBBER HELM 

LEATHER PLATE 

mm 


BRONZE HELM 

LINEN CUIRASS 



LEATHER SHIRT 

Mogshop - 






BRONZE ARMOUR 

Burmecia/Vault 




NEEDLE FORK 

^m 


Lindblum 

GLASS ARMLET 



Weapons Shop 

DAGGER 

MYTHRIL GLOVES 

mm 


STEEPLED HAT 



HEADGEAR BHHBBHI 



MAGE MASHER 

HH 


MAGUS HAT 



BARBUT 

What would you like 

to buy? f Weapons ] 

BRONZE VEST 


7 i r J 

LINEN CUIRASS 8MHI 

Wizard Rod 

3990 Funds: 178004G 

7000 Stock: 3 

Summit Station 

V Siren s Flute 

AIR RACKET 


* High Mage Staff 

6000 Equipped: 1 

MYTHRIL ROD 

-SfThief Hat 

7100 

GLASS ARMLET 

p~ ^Holy Miter 

8300 

SILVER GLOVES 



MYTHRIL GLOVES 'IHHH 

UGriv vCCtr 


STEEPLED HAT 



HEADGEAR 


m 

MAGUS HAT 

1 1 

RUBBER HELM 

- |)r 


inAkl i in Ail 




IRON HELM 


\ 4? \ 49 


BARBUT 

-v 4h % 42 

BRONZE VEST 



LINEN CUIRASS 


Tteno/Knighfs House 

DAGGER 

MAGE MASHER 

MYTHRIL DAGGER 

MYTHRIL SWORD 

MYTHRIL SPEAR 

AIR RACKET 
MYTHRIL ROD 

FAME STAFF 
ICE STAFF 

LIGHTNING STAFF 

FORK 

NEEDLE FORK 
LEATHER WRIST 
GLASS ARMLET 

BONE WRIST 

MYTHRIL GLOVES 
MAGUS HAT 
BANDANA 

BARBUT 

SILK SHIRT 
LEATHER PLATE 
BRONZE VEST 

CHAIN PLATE 

LINEN CUIRASS 

CHAIN MAIL 


Cleyra Weapons 

PARTISAN 
MULTINA RACKET 
MYTHRIL ROD 

FLAME STAFF 

ICE STAFF 

NEEDLE FORK 

BONE WRIST 

MYTHRIL ARMLET 

HHHHililvSlHHH 

THUNDER GLOVES 

MAGUS HAT 

BANDANA 
MAGE'S HAT 
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MYTHRIL HELM 
CHAIN PLATE 

MYTHRIL VEST 
CHAIN MAIL 

MYTHRIL ARMOUR 

Lindblum Weapons 

Shop (after the attack) 

DAGGER 

MAGE MASHER 
MYTHRIL DAGGER 

ICE BRAND 
PARTISAN 

MULTINA RACKET 
STARDUST ROD 

FLAME STAFF 
ICE STAFF 

LIGHTNING STAFF 
LEATHER WRIST 
GLASS ARMLET 
BONE WRIST 

MYTHRIL ARMLET 
MYTHRIL GLOVES 

THUNDER GLOVES 
HEADGEAR 

MAGUS HAT 
BANDANA 

MAGE’S HAT __________________ 

MYTHRIL HELM 

SILK SHIRT 
LEATHER PLATE 
MYTHRIL VEST 
CHAIN MAIL 

MYTHRIL ARMOUR 

Undblum - Dragon’s 

Gate Supplies (after the attack) 
ICE BRAND 
PARTISAN 
MULTINA RACKET 

STARDUST ROD 
MYTHRIL ARMLET 

THUNDER GLOVES 
BANDANA 
MAGE’S HAT 
MYTHRIL HELM 

CHAIN PLATE 

MYTHRIL VESTADAMAN VEST 

MYTHRIL ARMOUR 


Black Mage Village 

Alexandria (Discs) 

MAGE MASHER 

■H MYTHRIL DAGGER 

MYTHRIL DAGGER 

GLADIUS 

GLAIUS 

ICE BRAND ’^N 'tWH 

STARDUST ROD 

PARTISAN 

MAGE STAFF 

ICE LANCE ,’C^BI 

FLAME STAFF 

CAT CLAWS 

ICE STAFF 

^B POISON KNUCKLES iMI 

LIGHTNING STAFF 

STARDUST ROD 

OAK STAFF 

BB HEALING ROD BUB 

MYTHRIL FORK 

LAMIA’S FLUTE 

LEATHER WRIST 

BB FLAME STAFF ^^IBBIB 

GLASS ARM LETT 

ICE STAFF 

BONE WRIST 

^B LIGHTNING STAFfH^MBBBB 

MYTHRIL ARMLET 

OAK STAFF 

MAGIC ARMLET 

BB PINWHEEL ^IBB^B 

LEATHER HAT 

GLASS ARMLET 

FEATHER HAT 

^B BONE WRIST H’HI 

STEEPLED HAT 

MYTHRIL ARMLET 

HEADGEAR 

^B MAGIC ARMLET BBIBBBBNI 

MAGUS HAT 

MYTHRIL GLOVES 

BANDANA flBBBBBBB 

THUNDER GLOVES 

MAGE’S HAT 

LAMIA’S TIARA 

LAMIA’S HAT 

BB RITUAL HAT BBBBBBBBB 

RITUAL HAT 

TWIST HEADBAND 

SILK SHIRT 

BB 

LEATHER PLATE 

MYTHRIL HELM 

BRONZE VEST 

^B GOLD HELM 1 

CHAIN PLATE 

MAGICIAN CLOAK 

MYTHRIL VEST 

^B SURVIVAL VEST -^B^Bi 

ADAMAN VEST 

BRIGANDINE 

MAGICIAN VEST 

MYTHRIL ARMOUR 

SURVIVAL VEST 

PLATE MAIL 

Madain Sari 

Heno (Disc 3 ) 

DAGGER 

■B DAGGER »:HBBI 

MAGE MASHER 

MAGE MASHER 

MYTHRIL DAGGER 

^B MYTHRIL DAGGER -^B 

GLADIUS 

GLADIUS 

POISON KNUCKLES 

^B ICE BRAND 1 *HB 

MULTINA RACKET 

CORAL SWORD 

GOLEM’S FLUTE 

^B ■BBBBBBBBBBBB 

PINWHEEL 

ICE LANCE 

MAGIC ARMLET 

^B CAT’S CLAW 

LAMIA’S TIARA 

POISON KNUCKLES 

RITUAL HAT 

MULTINA RACKET ■ flBi 

ADAMAN VEST 

STARDUST ROD 

MAGICIAN CLOAK 

^B HELING ROD : ?iBB 

SURVIVAL VEST 

LAMIA’S FLUTE 



1 


Conde Petie 

POISON KNUCKLES 

MULTINA RACKET 
STARDUST ROD 

FLAME STAFF 

BBMBBBBI 

LIGHTNING STAFF 
OAK STAFF 
MYTHRIL FORK 

VMRtfiiliNHM 

LAMIA’S TIARA 
RITUAL HAT 

ADAMAN VEST 
MAGICIAN CLOAK 










































































































































































































POISON KNUCKLES 

HEALING ROD 
LAMIA’S FLUTE 
CYPRESS PILE 
MYTHRIL FORK 

PINWHEEL 
CHIMERA ARMLET 

THUNDER GLOVES 

TWIST HEADBAND 

MANTRA BAND 
DARK HAT 
GOLD HELM 

MAGICIAN CLOAK 
SURVIVAL VEST 
BRIGANDINE 

MYTHRIL ARMOUR 

PLATE MAIL 


JUDO UNIFORM 

■MM 


GOLD ARMOUR 


SHIELD ARMOUR 


5E MASHER 
MYTHRIL DAGGER 


GLADIUS 


ZORLIN SHAPE 


RUNE BLADE 


OBILISK 


TIGER FANGS 


MYTHRIL RACKET 


SURA’S ROD 


HAMELIN 


OCTAGON ROD 


RISING SUN 


BONE WRIST 


OAK STAFF 

mm DIAMOND SWORD 

BISTRO FORK * 

MAGIC ARMLET 

FLAME SABER 

RISING SUN 

MYTHRIL GLOVES 

HM heavy lance 

DRAGON WRIST 

LAMIA’S TIARA 

SCISSOR FANGS 

DEFENCE GLOVES 

RITUAL HAT 

■H MAGIC RACKET 

coronet mmm 

TWIST HEADBAND 

ASURA’S ROD 

FLASH HAT 

MYTHRIL HELM^HHHH 

HAMELIN 

ADAMAN HAT \IHii 

GOLD HELM 

CYPRESS PILE 

PLATINUM HELM 

MAGICIAN CLOAK 

mm OCTAGON ROD 

■■M DEMON’S VEST 

SURVIVAL VEST 

SILVER FORK 


BRIGANDINE 

mu rising sun mtmm 

Black Mage Village <nsc4) 

LINEN CUIRASS 

EGOIST’S ARMLET 

WIZARD ROD 

MYTHRIL ARMOUR 

■M N-KAI ARMLET 

SIREN’S FLUTE 

PLATE MAIL 

JADE ARMLET 

H IG H MAG E STAFF 1 WUM 

DIAMOND gloves 

THIEF HAT 

Lindblum (disc 3 ) 

VENETIA SHIELD 

HOLY MITER 

CORAL SWORD 

mmm black hood l^mm 

DARK GEAR 

PARTISAN 

RED HAT 

rVvkmA _ m\ 


Mogshop - Oeilvert 

MYTHRIL ARMLET 


MAGIC ARMLET 


+ Kuja’s Palace 

CHIMERA ARMLET 


DIAMOND SWORD 

EGOIST’S ARMLET 

mm 

TRIDENT 

N-KAI ARMLET 


MYTHRIL CLAWS 

JADE ARMLET 

mm 

MAGIC RACKET 

VENETIA SHIELD 


HEALING ROD 

H DEFENCE GLOVES 

mm 

FAIRY FLUTE 

LAMIA’S TIARA 


cypress pile mmmm 

TWIST HEADBAND 


SILVER FORK 

GOLDEN HAIRPIN 


pinwheel mmmmmmmm 

CORONET 

mm 

CHIMERA ARMLET 

DIAMOND HELM 


EGOIST'S ARMLET 

GAIA GEAR 


THUNDER GLOVES 

DEMON’S VEST 


DIAMOND GLOVES 

■ DEMON’S MAIL 

mm 

MANTRA BAND 

DIAMOND ARMOUR 


DARK HAT 

■ 


GREN BERET 

Terran Mogshop 


GOLD HELM 

DAGGER 

mi 

CROSS HELM 

MAGE MASHER 


BRIGANDINE 

■ MYTHRIL DAGGER 


JUDO UNIFORM 

GLADIUS 


PLATE MAIL ■■■■■■■ 

■ ZORLIN SHAPE 

mm 

GOLD ARMOUR 

ORICHALCON 



DEFENDER 


Esto Gaza 

HOLY LANCE 


GLADIUS 

m AVENGER 

■■ 

ZORLIN SHAPE 

MYTHRIL RACKET 




ORICHALCON 


DEFENDER 


ULTIMA SWORD 


HOLY LANCE 


AVENGER 


KAISER KNUCKLES 

MYTHRIL RACKET 


FORK 


BISTRO FORK 


RISING SUN 


MAGIC ARMLET 


EGOIST’S ARMLET 


DRAGON WRIST 


POWER WRIST 


DEFENCE GLOVES 


AEGIS GLOVES 


MAGE’S HAT 


LAMIA’S TIARA 


GOLDEN HAIRPIN 


CORONET 

FLASH HAT 


ADAMAN HAT 


PLATINUM HELM 


KAISER HELM 


DEMON’S VEST 


MINERVA’S PLATE 


NINJA GEAR 


PLATINA ARMOUR 


DRAGON MAIL 




















































































































































































































Weapons 

NAME 

SYNTHESIST 

ITEMS NEEDED 

COST (GIL) 

BUTTERFLY SWORD 

Lindblum 

Dagger + Mage Masher 

300 

THE OGRE 

Lindblum 

2 x Mage Masher 

700 

EXPLODA 

Lindblum (Disc 2) 

Mage Masher + Mythril Dagger 

1,000 

RUNE TOOTH 

Black Mage Village 

2 x Mythril Dagger 

2,000 

ANGEL BLESS 

Alexandria (Disc 3) 

Mage Masher + Gladius 

9,000 

Sargatanas 

Daguerreo 

Gladius + Zorlin Shape 

12,000 

SAVE THE QUEEN 

Hades 

Javelin + Silver Gloves 

50,000 

Masamune 

Black Mage Village (Disc 4) 

Zorlin Shape + Orichalcon 

16,000 

DUEL CLAWS 

Black Mage Village (Disc 4) 

Dragon’s Claw + Tiger Fangs 

16,000 

Priest’s Racket 

Black Mage Village (Disc 4) 

Air Racket + Cachusha 

11,000 
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Armour 


NAME 


SYNTHESIST 


ITEMS NEEDED 


COST (GIL) 


COTTON ROBE 

Lindblum 

Wrist + Steepled Hat 

1,000 

SILK ROBE 

Lindblum (Disc 2) 

Silk Shirt + Bandana 

2,000 

MAGICIAN ROBE 

Alexandria (Disc 3) 

Mage Staff + Magician Cloak 

3000 

GLUTTON’S ROBE 

Daguerreo 

Mythril Fork + Cotton Robe 

6,000 

WHITE ROBE 

Daguerreo 

Gaia Gear + Jade Armlet 

8,000 

BLACK ROBE 

Daguerreo 

Gaia Gear + N-Kai Armlet 

8,000 

THIEF GLOVES 

Daguerreo 

Mythril Armlet + Sargatanas 

50,000 

ROBE OF LORDS 

Hades 

White Robe + Black Robe 

30,000 

TIN ARMOUR 

Hades 

Hammer + Ore 

50,000 

BRACER 

Black Mage Village (Disc 4) 

Battle Boots + Venetia Shield 

24,000 

GAUNTLETS 

Black Mage Village (Disc 4) 

Mythril Gloves + Dragon Wrist 

8,000 

GOLDEN SKULLCAP 

Black Mage Village (Disc 4) 

Gold Helm + Golden Hairpin 

15,000 

CIRCLET 

Black Mage Village (Disc 4) 

Coronet + Rosetta Ring 

20,000 

GOLD HELM 

Black Mage Village (Disc 4) 

Cross Helm + Power Belt 

20,000 

RUBBER SUIT 

Black Mage Village (Disc 4) 

Minerva’s Plate + Egoist’s Armlet 

20,000 

BRAVE SUIT 

Black Mage Village (Disc 4) 

Mythril Suit + Mythril Rod 

26,000 

LIGHT ROBE 

Black Mage Village (Disc 4) 

Magician Robe + Glass Armlet 

20,000 

GRAND ARMOUR 

Black Mage Village (Disc 4) 

Mythril Sword + Mythril Armour 

45,000 



l&T"Equip Optimize 

Off ^ Equip 



Steiner 

i LV 59 

HP 5664/5664 
mp 104/207 

V Ice Brand 1 

V Cora! Sword 1 

V Diamond Sword 2 

V Flame Saber 1 

V Rune Blade 1 

V Defender 1 * 

Speed 24 -* 24 ^ 

Strength 50 * 50 

Magic 35 + 35 

Spirit 36 36 

Attack 74 * 

: Vc Rune Blade 

Defense 60 > 60 

Evade 25 4 25 

Magic Def 36 + 36 
Magic Eva 20 * 20 

Alai Strike o/ 4 o 

































Accessories 

NAME 

1 SYNTH ESIST 

ITEMS NEEDED 

COST (GIL) 

DESERT BOOTS 

Lindblum 

Leather Hat + Leather Shirt 

300 

YELLOW SCARF 

Lindblum 

Feather Hat + Steepled Hat 

400 

GLASS BUCKLE 

Lindblum 

Glass Armlet + Leather Wrist 

500 

CACHUSHA 

Treno 

Magus Hat + Rubber Helm 

1,000 

CORAL RING 

Treno 

Lightning Staff + Rod 

1,200 

GOLD CHOKER 

Treno 

Linen Cuirass + Soft 

1,300 

MAGICIAN’S SHOES 

Lindblum (Disc 2) 

Germinas Boots + Bon Wrist 

1,500 

BARETTE 

Lindblum (Disc 2) 

Needle Fork + Barbut 

1,800 

POWER BELT 

Lindblum (Disc 2) 

Glass Buckle + Chain Mail 

2,000 

MADAIN’S RING 

Black Mage Village 

Bone Wrist + Stardust Rod 

3,000 

FAIRY EARRINGS 

Black Mage Village 

Magic Armlet + Soft 

3,200 

EXTENSION 

Black Mage Village 

Lamia’s Tiara + Multina Racket 

3,500 

REFLECT RING 

Black Mage Village 

Anklet + Madain’s Ring 

7,000 

ANKLET 

Alexandria (Disc 3) 

Gold Choker + Peridot 

4,000 

FEATHER BOOTS 

Alexandria (Disc 3) 

Magician Shoes + Phoenix Pinion 

4,000 

BLACK BELT 

Alexandria (Disc 3) 

Twist Headband + Survival Vest 

4,000 

PEARL ROUGE 

Alexandria (Disc 3) 

Moonstone + Elixir 

5,000 

PROMIST RING 

Daguerreo 

Chimera Armlet + Ruby 

6,000 

BATTLE BOOTS 

Daguerreo 

Feather Boots + Wing Edge 

6,500 

REBIRTH RING 

Daguerreo 

Diamond + Anklet 

7,000 

ANGEL EARRINGS 

Daguerreo 

Fairy Earrings + Barette 

8,000 

GARNET 

Daguerreo 

Ore + Remedy 

350 

AMETHYST 

Daguerreo 

Ore + Annoyntment 

200 

PERIDOT 

Daguerreo 

Ore + Soft 

100 

SAPPHIRE 

Daguerreo 

Ore + Antidote 

100 

OPAL 

Daguerreo 

Ore + Potion 

100 

TOPAZ 

Daguerreo 

Ore + Eye Drops 

100 

PROTECT RING 

Hades 

Dark Matter + Rebirth Ring 

40,000 

PUMICE 

Hades 

2 x Pumice Piece 

50,000 

PUMICE PIECE 

Hades 

Pumice + Hammer 

25,000 

ETHER 

Hades 

Echo Screen + Vaccine 

500 




Protects you fro» various attacks. 
EJem-Def: Ftre/ice/Thunder damage 
reduced by 50%. 


Equip 


lEaOXPMC 


\ Ultima Sword 
% Grand Helm 
* Oefense Gloves 


Steiner 
L Lv 59 
> MP 5664/56- 
£ MP 104/20' 



>• « uetense moves 

Attack 74 


Defense 60 

Evade 25 

Magic Def 36 

Magic Eva 20 

Ts HP+20% '+++ 
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FINAL FANTASY IX 







Each character in the game has a 
different ability. These abilities are 
superfluous to the standard attacks and 
they make the characters unique. These 
abilities will influence your decision on 
who to pick for each situation. 


ZIDANE 

His ability is Skill. It allows him to use spells such as Detect and 
to inflict status ailments such as Soul Blade. Detect is essential 
in finding out if an enemy has anything worth stealing. 

SKILL EFFECT 

FLEE ESCAPE FROM BATTLE 


DETECT 

SEE THE ENEMY’S ITEMS 

WHAT’S THAT!? 

INSTIGATES BACK-ATTACK 

SOUL BLADE 

INFLICTS THE STATUS AILMENT HELD BY THE WEAPON 

ANNOY 

INFLICTS TROUBLE 

SACRIFICE 

SACRIFICE YOURSELF TO GIVE HP AND MP TO OTHERS 

LUCKY SEVEN 

INFLICTS DAMAGE BASED ON LUCK 

THIEVERY 

DEALS PHYSICAL DAMAGE 








Vivi’s ability is Black Magic. This allows him to use 
Fire, Ice, Thunder, Water and Shadow-based 
spells. Because of his advanced techniques, he 
will be invaluable throughout your quest. 


BLACK MAGIC 

FIRE 

FIRA 

FI RAG A 


BLIZZARD 

BLIZZARA 

BLIZZAGA 


THUNDER 

THUNDARA 

THUNDAGA 


SLEEP 

SLOW 

STOP 

HHH 

POISON 

BIO 



OSMOSE 

DRAIN 


■HI 

DEMI 

METEOR 



DEATH 

BREAK 


Hm 

WATER 

AERA 



FLARE 

DOOMSDAY 


■mm 
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ABILITIES 



QUINA 


DAGGER 

Dagger’s ability is White Magic. This consists 
of passive magic such as Curative spells, 
Protective spells and Scanning spells. She 
also has the ability to summon Eidolons - 
huge creatures that use their magic to 
devastating effect. 


WHITE MAGIC 



SHIVA 

CURE 

CURA 

1 FRIT 

CURAGA 

LIFE 

RAMUH 

SCAN 

PANACEA 

ATOMOS 

STONA 

SHELL WtttKM 

ODIN 

PROTECT 

SILENCE 

LEVIATHAN 

MINI 

REFLECT 

BAHAMUT 

CONFUSE 

BERSERK 

ARK 

BLIND 

FLOAT 


* 






Quina’s ability is Eat. If the enemy is low on HP, Quina can Eat them and possibly learn 
an ability from them. Only certain enemies can teach you these abilities. Here they all are: 


ABILITY 

LEARNED FROM 

EFFECT • P**«**M■■■■■ 

GOBLIN PUNCH 

GOBLIN MAGE 

NON-ELEMENTAL DAMAGE 

LV4 HOLY 

FEATHER CIRCLE 

HOLY DAMAGE ON ENEMIES WITH LEVELS THAT ARE A MULTIPLE OF FOUR 

DOOM 

VETERAN 

CASTS DOOM 

AQUA BREATH 

AXOLOTL 

WATER DAMAGE TO ALL ENEMIES flHHHHHHHBHHHHHHHBHHHH 

MATRA MAGIC 

DRAGONFLY 

REDUCES ENEMIES TO 1HP 

LIMIT GLOVE 

BLAZER BEETLE 

NON-ELEMENTAL DAMAGE WHEN YOUR HP IS 1 .jflHHHHHHHHHHHHHflHI 

PUMPKIN HEAD 

LADYBUG 

CAUSES DAMAGE WORTH THE DIFFERENCE BETWEEN YOUR CURRENT HP AND MAX. HP 

TWISTER 

ABADON 

WIND DAMAGE TO ALL ENEMIES 

ANGEL’S SNACK 

IRONITE 

GIVES REMEDY TO ALL CHARACTERS 

WHITE WIND 

ZUU 

RESTORES SOME HP FOR THE ENTIRE PARTY 

FROST 

WRAITH 

CAUSES FREEZE 

MAGIC HAMMER 

MAGIC VICE 


LV5 DEATH 

WHALE ZOMBIE 

CAUSES DEATH TO ENEMIES WITH LEVELS THAT ARE A MULTIPLE OF FIVE 

LV3 DEF-LESS 

LAMIA 

REDUCES DEFENCES OF ENEMIES WITH LEVELS THAT ARE A MULTIPLE OF THREE 

ROULETTE 

ZOMBIE 

RANDOM DEATH 

MIGHTY GUARD 

SERPION 

CASTS SHELL AND PROTECT ON ALL MEMBERS 

BAD BREATH 

ANENOME 

INFLICTS BLIND, SLOW AND POISON 

1,000 NEEDLES 

CACTUAR 

LAUNCHES 1,000 CACTUS NEEDLES AT AN OPPONENT 

NIGHT 

NYMPH 

CASTS SLEEP ON EVERYONE 

EARTH SHAKE 

ADAMANTOISE 

i^bhhbhbhbhhhbhhhhhhhhhhii^hhhhhbhhhhh 

FROG DROP 

GIG AN TOAD 

DAMAGE DEPENDS ON THE NUMBER OF FROGS THAT YOU HAVE CAUGHT 

VANISH 

VICE 

physical attacks flHHHHHHHiiHHHHHHflillHi 

MUSTARD BOMB 

BOMB 

CAUSES HEAT 

AUTO LIFE 

CARRION WORM 

AUTOMATICALLY USE LIFE WHEN KNOCKED OUT WMtKM 



























SPARE CHANGE 
FIREBALL 

CURSE 


REVIVE 

SHOCK 

DEMI SHOCK 


Steiner uses his sword combined with his brute strength to 
inflict many different kinds of attack on his opponents. 


DARKSIDE 

MINUS STRIKE 
POWER BREAK 
MENTAL BREAK 
CHARGE! 

MAGIC BREAK 
CLIMHAZZARD 
SHOCK 

THUNDER SLASH 
STOCK BREAK 


Amarant abilities involve throwing anything that happens to 
be in your inventory, and using abilities based on his claw. 


As well as being able to jump on her 
opponent from a great height, Freya can use 
her Dragon Knight abilities to great effect. 

DRAGON KILLER 
REIS’S WIND 
LANCER 
WHITE DRAW 

LUNA WKtKM 

SIX DRAGONS 
CHERRY BLOSSOM 
DRAGON’S CREST 


Eiko is very similar to Dagger in that she has 
Curative and Protective magic. However, she also 
has some offensive spells. 


CARBUNCLE 

CURE 

CURA 

PHOENIX 

CURAGA 

REGEN 

FENRIR 

LIFE 

FULL-LIFE 

MADEEN 

PANACEA 

ESUNA 

STONA 

SHELL 

PROTECT 

HASTE 

SILENCE 

MINI 

REFLECT 

FLOAT 

DISPEL 

MIGHT 

JEWEL 

HOLY 


































SUMMONS 




Earth 


Reflect 


Fire/Revive 


Gravity 


SUMMONS 

Only a few select people have the ability to call forth the 
power of the Eidolons. Eiko and Dagger should be feared ... 


Madeen 


ITEM NEEDED RUBY 
FIRST FOUND THE UFA TREE 

A small, green creature appears, notable 
by the large red jewel set in its 
forehead. It faces its allies and showers 
them with an iridescent glow, which 
casts Shell and Reflect 


Carbuncle 


Eiko 


ITEM NEEDED MOG 

FIRST FOUND MOUNT GULUG 

A giant monster looks down on its enemies 
from afar. It summons the very rocks 
themselves from an orbiting debris-field, 
which crush their opponent inside a field of 
magnetic energy 


Fenrir 


Phoenix 


ITEM NEEDED SAPPHIRE 

FIRST FOUND THE MOUNTAIN PATH 

High upon a rock, a lone wolf bays for its 
master. A response comes in the form of 
an earth demon, which punches its 
opponent into the sky 


ITEM NEEDED PHOENIX PINION 
FIRST FOUND THE MOUNTAIN PATH 

A fire springs up from the ground. It grows 
larger and larger until a rainbow-coloured 
bird of flames shoots up into the sky. It 
baths its opponent in a storm of fire, then 
revives and heals its allies 




































































FINAL FANTASY IX 







Lightning 


Dagger 


Shiva 




ITEM NEEDED OPAL 

FI RST FOU N D DR TOT IN ALEX. CASTLE 

A beautiful Ice Maiden swirls up into the 
sky. Calmly, she raises her hand and 
commands a jet of freezing gas towards 
her opponent. The enemy is frozen, then 
caressed by an evil wind. 


Ramuh 


Leviathan 


ITEM NEEDED AQUAMARINE 
FIRST FOUND THE UFA TREE 

The shadow of a dragon-like creature 
swims under the ocean. Suddenly, it bursts 
out of the water and flies towards its 
enemy, bringing with it a tidal wave of 
immense proportions. 


ITEM NEEDED PERIDOT 
FIRST FOUND PINNACLE ROCKS 

The clouds part as the God of Thunder 
descends from the heavens. He thrusts his 
wand into the earth and summons the 
might of a thousand lightning strikes to 
frazzle the enemy. 







































































SUMMONS 


mm ■■ 

nut 




ITEM NEEDED SACRED PENDANTS 
FIRST FOUND N/A 


A huge structure comes to life, walks 
towards its enemy, and then stops. It’s 
turrets slowly open, and it fires hundreds of 
lasers, each one shredding its opponent 



Atomos 



ITEM NEEDED AMETHYST 

FIRST FOUND or tot in Alexandria castle 

A creature the size of a castle rises from 
the ground. Its mouth is so wide and 
vacuous, that it has the power to create 
black holes. It spits out a black hole, which 
sucks in its enemy and crushes it. 





Blade 


Odin 


ITEM NEEDED 

DARK MATTER 

FIRST FOUND 

TRENO AUCTION HOUSE 


A warrior on horseback rides down from 
the sky, blade in hand. He gallops towards 
the enemy and slashes them with his 
blade, killing them instantly. 


Bahamut 



ITEM NEEDED GARNET 


FIRST FOUND BEATRIX IN ALEX. CASTLE 

The King of Dragons swoop down and 
spreads its wings. It calls forth every ounce 
of energy that it has and channels it into a 
laser beam. The beam explodes on impact, 
causing immense damage 




ITEM NEEDED PUMICE STONE 

FIRST FOUND VISIT THE LEGENDARY 
SYNTHESIST, HADES 


The mighty living ship. A formidable 
adversary. The ultimate Eidolon that isn’t 
really a true Eidolon. Fear it well... 






























































































































There are literally stadiums 
full of enemies in this 
game, every one having 
different strengths and 
weaknesses. We’ve checked 
them all out (bar one or 
two - sorry, we just 
haven’t got the room!) and 
noted down what items 
they have, what they’re 
weak against, and what 
attacks they have. Phew! It 
wasn’t easy! 





ATTACKS 
Heave. Earthshake 


(the enemy’s attacks) 


ITEMS 

Carried: Phoenix Down, Hi-Potion, Tent 
Won: Potion, Hi-Potion 


Carried: (items that can be stolen) 
Won: (items that can be won) 


I: Seaways Canyon, 


Location Found: (places to find 
this enemy) 

Notes: (the enemiy’s weaknesses 
are highlighted here) 



Adamantoise 


fc i 

ii 



(Name of the enemy) 


STATISTICS 
HP 5,100 

EXP 5,100 

AP 3 

ATTACKS 
Heave, Earthshake 

ITEMS 

Carried: Phoenix Down, Hi-Potion, Tent 
Won: Potion, Hi-Potion 


Location Found: Seaways Canyon, 
Zano Basin 

Notes: Weak against Mini and Silence 


STATISTICS 
HP 5,100 

EXP 5,100 

AP 3 


HP: (the total number of Hit 

Points that the enemy has) 
EXP: (the amount of 

Experience Points that you 
would get if one person fought 
the enemy. Divide this number 
by the number of fighters in 
your team to get the correct 
amount) 

AP: (the amount of Ability Points 
that you will receive) 
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"3 


STATISTICS 
HP 65 

EXP 23 

AP 1 

ATTACKS 
Fang, Rush 

ITEMS 

Carried: Phoenix Pinion, Phoenix 

Down, Hi-Potion, Potion 

Won: Fang Card, Potion, Phoenix Down 


Dendrobium 


STATISTICS 
HP 180 

EXP 35 

AP 2 

ATTACKS 

Wind, Pollen (Blind) 

ITEMS 

Carried: Ore, Tent, Eye Drops 
Won: Eye Drops 


Location Found: The Evil Forest 
Notes: None. 


STATISTICS 
HP 35 

EXP 23 

AP 1 

ATTACKS 

Knife, Goblin Punch 
ITEMS 

Carried: Potion 

Won: Echo Screen, Potion, Goblin Card 


STATISTICS 
HP 550 

EXP 0 

AP 3 

ATTACKS 

Left Stem, Right Stem, Absorb 
ITEMS 

Carried: Broadsword, Leather Wrist 
Won: Eye Drops, Goblin Card 


Location Found: The Evil Forest 
Notes: None 


Location Found: The Evil Forest 
Notes: Absorbs its target’s HP. Keep 
an eye on them! 




Rant Spider 


STATISTICS 
HP 35 

EXP 22 

AP 1 

ATTACKS 
Tentacle, Thunder 

ITEMS 

Carried: Ore, Hi-Potion 
Won: Fang Card, Potion 


Location Found: The Evil Forest 
Notes: None 
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Python 


STATISTICS 
HP 100 

EXP 40 

AP 1 

ATTACKS 

Thunder, Rapid Fire 
ITEMS 

Carried: Phoenix Pinion, Potion, 
Hi-Potion, Ore 
Won: Potion 



Location Found: Gunitas Basin, Nolrich 

Heights 

Notes: None. 


Flan 


STATISTICS 
HP 80 

EXP 40 

AP 1 

ATTACKS 

Head Attack, Blizzard 
ITEMS 

Carried: Ore, Potion 
Won: Flan Card 


Location Found: Ice Cavern 
Notes: None 



Mu 


STATISTICS 
HP 70 

EXP 34 

AP 1 

ATTACKS 
Tail, Stone 

ITEMS 

Carried: Potion 

Won: Echo Screen, Skeleton Card 


Location Found: Gunitas Basin 
Notes: None 



Cave Imp 


STATISTICS 
HP 70 

EXP 40 

AP 1 

ATTACKS 

Blizzard, Rusty Knife, Sleeping Juice 
(sleep) 

ITEMS 

Carried: Potion 
Won: Potion 


Location Found: Ice Cavern 
Notes: None 



Wyerd 


STATISTICS 
HP 120 

EXP 44 

AP 1 

ATTACKS 

HP Switching, Blizzard, Slash 
ITEMS 

Carried: Phoenix Down, Tent, Potion 
Won: Potion, Flan Card, Ether 


Location Found: Ice Cavern 

Notes: Use Fire to take them out before 

they use HP Switching 



STATISTICS 
HP 123 

EXP 48 

AP 1 

ATTACKS 

Web (slow), Fire, Antenna 
ITEMS 

Carried: Ore, Tent, Potion 
Won: Ore, Potion, Goblin Card, 
Zahgnol Card 


Location Found: Nolrich Heights, 
Lindblum Plateau 
Notes: None 































































Ghost 


STATISTICS 
HP 120 

EXP 48 

AP 1 

ATTACKS 
Fire, Thunder 

ITEMS 

Carried: Phoenix Pinion, Potion, Hi- 

Potion, Ore 

Won: Echo Screen 


Location Found: Dali/Storage Area 
Notes: None 



Vice 


Axe Beak 

STATISTICS 

STATISTICS 

HP 120 

EXP 48 

AP 1 


HP 241 

EXP 123 

AP 2 

ATTACKS 


ATTACKS 

Fire, Steal, Slice, Escape 


Beak, Glowing Eyes (sleep), Thundara 

ITEMS 


ITEMS 

Carried: Potion, Echo Screen 

Won: Potion, Goblin Card 


Carried: Hi-Potion, Ether, Ore 

Won: Potion, Bomb Card 

Location: Dali/Storage Area, Eunorus Plains 
Notes: If a Vice steals from you, 
concentrate the attack before it escapes 

Location Found: Lindblum Plateau 

Notes: None 

V 

'< ' F ' ’ '** - 

■ 
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Ladybug 


STATISTICS 
HP 270 

EXP 89 
AP 1 

ATTACKS 
Spear, Firer 

ITEMS 

Carried: Phoenix Pinion, Hi-Potion, 
Tent, Eye Drops 

Won: Potion, Lizard Man Card, Tent 


Location Found: Eunorous Plains 
Notes: None 



Setpkxi 


STATISTICS 
HP 397 

EXP 138 

AP 1 

ATTACKS 

Attacking Stance, Stab, Poison 
Counter (poison) 

ITEMS 

Carried: Antidote 

Won: Eye Drops, Flan Card 


Location: Eunorus Plains, King Ed Plains 
Notes: Switch on your Antibody ability to 
nullify their Poison Counter 



99 






















































Hedgehog Pie 


Location Found: Eunorous Plains 
Notes: Use strongest attacks otherwise 
its Pumpkin Head will severely hurt you. 


STATISTICS 
HP 295 

EXP 39 

AP 1 

ATTACKS 

Pumpkin Head, Fat Press, Ram 
ITEMS 

Carried: Phoenix Pinion, Hi-Potion, Ore 
Won: Phoenix Down, Zahgnol Card 


Ironite 


Hornet 


STATISTICS 
HP 293 

EXP 89 

AP 2 

ATTACKS 

Stinger, Buzz (berserk) 
ITEMS 

Carried: Potion 
Won: Potion 


Location Found: Gizamaluke’s Grotto 
Notes: Characters going berserk is a 
good thing - attack power will go up. 


-COMMAMD—^ 

Attack 1 


;OMMAMO> 

Attack 
Summon 
Wht Mag 
Item 


Zidane 3056 0 ' 

Steiner 5534 0 1 

Quina 3231 158 1 

Dagger 3309 90 * 



Location Found: King Ed Plains 
Notes: Flame can kill some of your party 
outright Revive them before it is used again. 


STATISTICS 
HP 950 

EXP 576 

AP 2 

ATTACKS 

Flame, Wings, Thundara 
ITEMS 

Carried: Soft, Hi-Potion 
Won: Hi-Potion 


Skeleton 


STATISTICS 
HP 400 

EXP 105 

AP 1 

ATTACKS 

Whirl Slash, Thunder, Hack 
ITEMS 

Carried: Ether, Hi-Potion, Ore 
Won: Potion 


Location Found: Gizamaluke’s Grotto, 

Eisistern Coast, Vube Desert 

Notes: Use curative magic against undead 



Black Mage TVpe A 


STATISTICS 
HP 400 

EXP 114 

AP 1 

ATTACKS 
Fire, Strike 

ITEMS 

Carried: Tent, Phoenix Down 
Won: Potion 


Location Found: Gizamaluke’s Grotto 
Notes: None 




STATISTICS 
HP 994 

EXP 68 

AP 2 

ATTACKS 

Entice (confuse), Might, Slash 
ITEMS 

Won: Phoenix Down, Potion, Zombie 
Card 


Location Found: Gizamaluke’s Grotto 
Notes: Attack a confused character to 
snap them out of it 



























































Lizard Man 


STATISTICS 
HP 600 

EXP 174 

AP 1 

ATTACKS 
Hatchet, Protect 

ITEMS 

Carried: Tent, Ore 
Won: Ore, Lizard Man Card 


Location Found: Daines-horse Basin 
Notes: Concentrate your attacks on an 
unprotected enemy first 




Sand Scorpion 


STATISTICS 
HP 450 

EXP 400 

AP 1 

ATTACKS 

Fira, Poison Counter, Claws 
ITEMS 

Carried: Ether, Antidote, Ore 
Won: Potion, Annoyntment 


Location Found: Vube Desert 
Notes: None 




HP 320 

EXP 132 

AP 1 

ATTACKS 
Blind Tail (Blind) 

ITEMS 

Carried: Hi-Potion, Ore, Eye Drops 
Won: Potion 


Location Found: Daines-horse Basin 
Notes: None 




STATISTICS 


HP 211 

EXP 106 

AP 1 


ATTACKS 


Tail, Water, Aqua Breath 


ITEMS 


Carried: Phoenix Pinion, 
Hi-Potion, Potion 

Won: Potion 



Location Found: Qu’s Marsh 
Notes: Aqua Breath is very dangerous. 
Equip items that reduce water damage 



Gigan Toad 


STATISTICS 
HP 242 

EXP 44 

AP 1 

ATTACKS 
Blizzara, Water 

ITEMS 

Carried: Nothing 
Won: None 


Location Found: Qu’s Marsh 
Notes: None 























































Magic Vice 


STATISTICS 
HP 297 

EXP 212 
AP 1 

ATTACKS 

Magic Hammer, Escape 

ITEMS 

Carried: 

Won: Bomb Card 


Location Found: Burmecia/Suburb 
Notes: None 



IHck Sparrow 


STATISTICS 
HP 191 

EXP 63 

AP 1 

ATTACKS 
Beak, Drain 

ITEMS 
Carried: Ore 
Won: Ore, Potion 


Location Found: Beutini Heights 
Notes: None 



Basilisk 


STATISTICS 
HP 350 

EXP 41 

AP 1 

ATTACKS 

Slow, Tongue, Gradual Petrify 
ITEMS 

Carried: Hi-Potion, Soft 

Won: Soft, Potion, Lizard Man Card 


Location Found: Burmecia/Suburb 
Notes: Kill them before the Petrify timer 
reaches zero to avoid being petrified 



Mandragora 


STATISTICS 
HP 662 

EXP 306 

AP 1 

ATTACKS 

Shriek (silence), Chestnut, Blizzara 
ITEMS 

Carried: Echo Screen 
Won: Potion, Echo Screen 


Location Found: Beutini Heights/Forest 
Notes: Get a character to heal every round. 
Mandragora come in groups and dangerous 



Mimic 


STATISTICS 
HP 400 

EXP 320 

AP 2 

ATTACKS 
Poison, Snack 

ITEMS 

Carried: Antidote, Hi-Potion 
Won: Ether, Potion, Mimic Card 


Location Found: Burmecia/Residence 
Notes: The Snack move really hurts - 
concentrate your attack on the Mimic 



Dragonfly 


STATISTICS 
HP 348 

EXP 249 

AP 1 

ATTACKS 

Buzz (berserk), Charge 
ITEMS 

Carried: Eye Drops 

Won: Echo Screen, Ore, Dragonfly 

Card 


Location Found: Gargan Roo 
Notes: None 
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Crawler 


STATISTICS 
HP 625 

EXP 480 

AP 2 

ATTACKS 
Claws, Stomach 

ITEMS 

Carried: Antidote, Phoenix Down, Hi- 
Potion 

Won: Ether, Ore, Crawler Card 


Location Found: Gargan Roo 
Notes: Use Steiner to wipe them out. 
Defend with your other characters 



Carrion Worm 


STATISTICS 
HP 300 

EXP 328 

AP 1 

ATTACKS 

Fira, Trouble Juice, Drain 
ITEMS 

Carried: Tent, Annoyntment 
Won: Eye Drops, Potion 


Location Found: Cleyra's Trunk 
Notes: None 



Sand Golem 


STATISTICS 
HP 1000 

EXP 676 
AP 2 

ATTACKS 

Sandstorm, Fira, Counter 
ITEMS 

Carried: Eye Drops, Hi-Potion, Ore 
Won: Potion, Annoyntment, Hi-Potion, 
Phoenix Down 


Location Found: Cleyra’s Trunk 
Notes: Only attack the core once the sand’s been 
immobilised. Use Blizzara on the core to wipe it out 



Alexandrian Soldier 


STATISTICS 
HP 550 

EXP 400 

AP 1 

ATTACKS 

Blizzara, Slash, Escape 
ITEMS 

Carried: Phoenix Pinion, Phoenix 

Down, Potion, Echo Screen 

Won: Potion, Hi-Potion, Mythril Sword Card 


Location: Cleyra's Trunk, Alexandria Castle 
Notes: Hammering one opponent will 
scare the other one off 



Zuu 


STATISTICS 
HP 1200 

EXP 320 
AP 2 

ATTACKS 

Aera, Claws, Swallow 
ITEMS 

Carried: Phoenix Pinion, Potion, Hi- 
Potion, Ore 

Won: Phoenix Down, Potion 


Location Found: Cleyra’s Trunk/Outside 
Notes: Fira and Jump are very effective 



STATISTICS 
HP 500 


EXP 390 

AP 1 

ATTACKS 

Osmose, Fira, Thundara 
ITEMS 

Carried: Ether, Hi-Potion, Ore 
Won: Potion 


Location Found: Cleyra Settlement 
Notes: None 
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Bandersnatch 


Black Mage 


TypeC 


STATISTICS 
HP 899 

EXP 786 

AP 2 

ATTACKS 

Thundara, Tongue (sleep), Rush 
ITEMS 

Carried: Tent, Potion 
Won: Phoenix Down, Ore 


STATISTICS 
HP 623 

EXP 373 

AP 2 

ATTACKS 

Blizzara, Thundara, Strike, Osmose 
ITEMS 

Carried: Tent, Potion 
Won: Potion 


STATISTICS 
HP 594 

EXP 450 

AP 2 

ATTACKS 

Darkness (blind), Scratch, Absorb, 
Absorb More, Absorb Even More 

ITEMS 

Carried: Tent, Eye Drops 
Won: Echo Screen, Hi-Potion 



Location Found: Alexandria 

Castle/Stairway 

Notes: None 


Location Found: Alexandria 
Castle/Stairway 
Notes: None 


Location Found: Pinnacle Rocks, Fossil Roo 
Notes: Concentrate on the enemy that 
has started its absorb attack 




STATISTICS 
HP 1189 

EXP 1260 

AP 3 

ATTACKS 

Heave, Electrocute, Thundara 
ITEMS 

Carried: Ether, Tent, Ore 
Won: Eye Drops 


Location: Pinnacle Rocks, Donna Plains 
Notes: Unless you kill it straight away, it will 
counter physical attacks with Thundara 
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Feather Circle 


Abomination 

STATISTICS 


STATISTICS 

HP 619 

EXP 840 

AP 1 


HP 879 

EXP 912 

AP 1 

ATTACKS 


ATTACKS 

Blizzara, Tail, Trouble Tail, Demi 


Silent Slap (silence), Sleep, Fira 

ITEMS 


ITEMS 

Carried: Ether, Hi-Potion, 

Annoyntment, Ore 

Won: Potion 


Carried: Ether, Hi-Potion, Ore 

Won: Annoyntment, Phoenix Down 

Location Found: Fossil Roo 

Notes: Quickly kill them before they get 
to use Demi 


Location Found: Fossil Roo 

Notes: None 
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Griffin 




Location Found: Fossil Roo/Nest, Donna 
Plains, Triquai Plains 
Notes: None 


STATISTICS 
HP 1470 

EXP 1856 
AP 2 


ITEMS 

Carried: Ore 

Won: Peridot, Hi-Potion 


ATTACKS 

Aera, Tail, White Wind 



STATISTICS 
HP 1571 

EXP 2092 

AP 2 

ATTACKS 

Rainbow Wind, Aero, Psychokenesis 
ITEMS 

Carried: Ether, Hi-Potion, Ore 
Won: Eye Drops 


Location Found: 
Village/Forest 
Notes: None 


Black Mage 



STATISTICS 
HP 1939 

EXP 4208 

AP 2 

ATTACKS 

Confuse, Head Attack, 1,000 Needles 
ITEMS 

Carried: Ether, Tent, Phoenix Down 
Won: Hi-Potion 


Location: Donna Plains, Seaways Canyon 
Notes: It will only use its 1,000 Needles if 
you attack it whilst it is hiding 




STATISTICS 
HP 1375 

EXP 1368 

AP 2 

ATTACKS 

Water, Shell Defence, Impale 
ITEMS 

Carried: Ether, Hi-Potion 
Won: Potion 


Location Found: Qu’s Marsh 
Notes: None 
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Goblin Mage 


STATISTICS 
HP 983 

EXP 912 

AP 1 

ATTACKS 

Goblin Punch, Thundara, Vanish, Axe 
ITEMS 

Carried: Ore, Potion 
Won: Hi Potion 


Location Found: Donna Plains 
Notes: Only magic attacks will hit them 
once they have vanished 





Location Found: Mountain Path, Lucid 

Plains, Pualei Plains 

Notes: Prone to Thundara/Ramuh 











































































Gnoll 


STATISTICS 
HP 1375 

EXP 1368 

AP 1 

ATTACKS 

Blizzara, Gnoll Attack, Vanish 
ITEMS 

Carried: Ether, Phoenix Pinion, Hi- 
Potion 

Won: Sapphire 


Location Found: Mountain Path 
Notes: None 



STATISTICS 
HP 1469 

EXP 1548 

AP 1 

ATTACKS 
Fira, Hit 

ITEMS 

Carried: Ether, Phoenix Pinion, Hi- 
Potion 

Won: Phoenix Down 


Location Found: Lucid Plains, Pualei 
Plains, Triquai Plains, Lost Continent 
Notes: None 



Zidane 912 87 ' 

oagger 7/9 40 * 

768 77 ■ 
E'ko 936 58 " 


Ochu 


STATISTICS 
HP 3568 

EXP 2092 

AP 2 

ATTACKS 

Thorn Whip, Slow, Blizzara, Pollen 
(blind) 

ITEMS 

Carried: Ether, Phoenix Down, Hi-Potion 
Won: Phoenix Down 


Location Found: Mountain Path 
Notes: None 
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Zombie 


STATISTICS 
HP 973 

EXP 1,445 
AP 3 


ITEMS 

Carried: Ether, Tent, Magic Tag 
Won: Magic Tag, Soft 


Location Found: lifa Tree 

Notes: Uses Melt for big damage when 

near death. 


ATTACKS 
Strike, Melt 


Stroper 



STATISTICS 
HP 1,840 

EXP 2,342 

AP 2 

ATTACKS 

Sweep, Slap, Silence, Gradual Petrify 
ITEMS 

Carried: Phoenix Pinion, Phoenix 

Down, Peridot, Soft 

Won: Peridot, Phoenix Down 


Location Found: lifa Tree 
Notes: None 



Myconid 


STATISTICS 
HP 1,372 

EXP 1,368 

AP 1 

ATTACKS 
Blizzara, Saw 

ITEMS 

Carried: Tent, Eye Drops 
Won: Hi-Potion 


Location Found: lifa Tree 
Notes: None 































































STATISTICS 
HP 2,179 

EXP 3,230 

AP 3 


ATTACKS 

Strike, Thundara, Zombie Breath 
(zombie) 


ITEMS 

Carried: Ether, Hi-Potion, Magic Tag 
Won: Ether 


Dracozombie 


Location Found: Ufa Tree 
Notes: None 


Mistodon 


STATISTICS 
HP 1,473 

EXP 2,550 

AP 3 

ATTACKS 

Head Attack, Fira, Mist (sleep) 
ITEMS 

Carried: Hi-Potion, Ore 
Won: Ether 


Location Found: lita Tree, Alexandria 
Notes: None 





STATISTICS 
HP 5,296 

EXP 5,140 

AP 3 


ATTACKS 

Sandstorm, Maelstrom (confuse), 
Demi 


ITEMS 

Carried: Phoenix Pinion, Hi-Potion, Ore 
Won: Ore 


Landworm 


Location Found: Kiera Desert 
Notes: Use Sleep and Silence straight 
away to render it harmless 



STATISTICS 
HP 3,727 

EXP 5,506 

AP 3 

ATTACKS 

Knife, Trouble Knife (trouble), Flame 
ITEMS 

Carried: Ether, Phoenix Pinion, 

Annoyntment 

Won: Hi-Potion 


Location Found: Kuja’s Palace, 
Triquai Plains 
Notes: None 


bmrjp’ 




STATISTICS 
HP 4,363 

EXP 6,437 

AP 1 


ATTACKS 
Freeze, Blizzaga 


ITEMS 

Carried: Ether, Phoenix Pinion, Hi- 
Potion 

Won: Hi-Potion 


Vepal 


Location: Triquai Plains, Lost Continent 
Notes: Cast Mini on them to lower their 
defences 



STATISTICS 
HP 4,522 

EXP 332 
AP 1 

ATTACKS 

Sandstorm, Fira, Counter Horn 
ITEMS 

Carried: Ether, Hi-Potion, Annoyntment 
Won: Sapphire 


Location Found: Kiera Desert 

Notes: Sandstorm will suck your energy. 

Use magic attacks, it won’t counter you 






























































Armstrong 


Grimlock 


Anenome 


STATISTICS 
HP 4,204 

EXP 7,148 

AP 2 

[ATTACKS 
Thundara, Cannon 

ITEMS 

Carried: Ether, Hi-Potion, Ore 
Won: Phoenix Down 


STATISTICS 

HP 

EXP 6,610 

AP 2 

ATTACKS 

Silence, Stop, Counter, Slap, The Drop, 
Stretch 

ITEMS 

Carried: Ether, Tent, Ore 
Won: Topaz, Echo Screen 


STATISTICS 
HP 3,700 

EXP 5,080 

AP 3 

ATTACKS 

Blizzara, Mucus (berserk), Water 


ITEMS 

Carried: Tent, Ore 
Won: Hi-Potion 


Carried: Ether, Hi-Potion, Ore 
Won: Phoenix Down 









Location Found: Kuja’s Palace 

Notes: Blue head weak against physicals, red 

weak against magic attacks such as Ramuh 



Location Found: Qu’s Marsh (forgotten 
continent) 

Notes: None 





STATISTICS 
HP 5,100 

EXP 5,100 

AP 3 

ATTACKS 
Heave, Earthshake 

ITEMS 

Carried: Phoenix Down, Hi-Potion, Tent 
Won: Potion, Hi-Potion 


Location Found: Seaways Canyon, Zano 
Basin (uncultivated land) 

Notes: Weak against Mini and Silence 
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STATISTICS 
HP 4,211 

EXP Varies 
AP 2 

ATTACKS 
Mirror, Petrify 

ITEMS 

Carried: Soft, Phoenix Down 
Won: Lapis Lazuli, Hi-Potion, Opal, 
Peridot, Phoenix Down 


Location Found: Oeilvert 

Notes: Always counters with Mirror. Kill 

Epitaph before you kill the mirror image 




STATISTICS 
HP 3,521 

EXP 6,933 

AP 2 

ATTACKS 

Maelstrom (confuse), Firaga, Stop, 
Aerial Slash 

ITEMS 

Carried: Ether, Hi-Potion, Ore 
Won: Ore, Gimme Cat Card 


Location Found: Oeilvert, Esto Gaza, 
Topos Heights 
Notes: None 
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Drakan 


STATISTICS 
HP 3,292 

EXP 5,672 

AP 2 

ATTACKS 

Freeze, Mind Blast (confuse), Bio, 
Mustard Bomb 

ITEMS 

Carried: Phoenix Down, Potion, Ether 
Won: Phoenix Down, Sapphire 


Location Found: Kuja’s Desert Palace 
Notes: Weak against Ramuh 



Torama 


STATISTICS 
HP 3,292 

EXP 5,674 

AP 2 

ATTACKS 

Bio, Poison, Thundara 
ITEMS 

Carried: Phoenix Pinion, Antidote 
Won: Amethyst 


Location Found: Kuja’s Desert Palace 
Notes: Do not use any form of lightning 
attack! It’s weak against fire. 




Gren 


STATISTICS 
HP 4,685 

EXP 7,458 

AP 1 


ATTACKS 
Cannon, Firaga 




ITEMS 

Carried: Ether, Tent, Ore 
Won: Peridot 


Location Found: Gulug 
Notes: None 




ATTACKS 

Larva Gun, Scorch, Body Ram, 
Mustard Bomb 


ITEMS 

Carried: Ether, Phoenix Pinion, Hi-Potion 
Won: Topaz 



Location Found: Gulug 

Notes: Once used Scorch, revert to 

Shiva instead. 



Location Found: Gulug 
Notes: None 


STATISTICS 
HP 4,686 

EXP 8,480 
AP 1 


ATTACKS 

Firaga, Devil’s Candle (freeze) 
ITEMS 

Carried: Hi-Potion, Ore 
Won: Hi-Potion, Opal 





























































Red Dragon 


Grand Dragon 


Gigan Octopus 


STATISTICS 
HP 8,000 

EXP 22,376 
AP 2 

ATTACKS 

Aerial Slash, Twister, Dive 
ITEMS 

Carried: Elixir, Ether, Tent 
Won: Sapphire, Ether 


Location Found: Gulug 
Notes: None 



Zidane 2588 88 -ST—, 

Vivi 2488 117 TSSST 

Steiner 3330 92 "SHST 1 

049ser 2566 145 . 


STATISTICS 
HP 13,206 

EXP 35,208 

AP 3 

ATTACKS 

Poison Claw (poison), Venom Breath 
(venom), Thundaga 

ITEMS 

Carried: Rising Sun, Ether 
Won: Phoenix Down, Ether, Grand 


STATISTICS 
HP 3,584 

EXP 6,096 

AP 3 

ATTACKS 

Ink (blind), Six Legs, Blizzaga 
ITEMS 

Carried: Ether, Phoenix Down, Eye 

Drops 

Won: None 


Location Found: Palmnell Island, 
Sacrobless Island 

Notes: Weak against Quina’s Level 5 



Location Found: Palmnell Island (beach) 
Notes: None 



Whale Zombie 


STATISTICS 
HP 3,710 

EXP 6,608 

AP 3 

ATTACKS 

Fin, Death (doom), Ultra Sound Wave 
(mini), Venom Breath (venom), Zombie 
Powder (zombie) 

ITEMS 

Carried: Magic Tag, Antidote 


Location Found: Palmnell Island (beach) 
Notes: None 



Gimme Cat 


STATISTICS 
HP 4,683 

EXP 1 

AP 3 

ATTACKS 

I’m Mad, Aera, Scratch, Screech 
(silence) 

ITEMS 

Carried: Ether, Tent, Echo Screen 
Won: Phoenix Down 


Location Found: Palmnell Island 
Notes: Don’t give it Diamonds - it’s a 
con! 



Clipper 


STATISTICS 
HP 294 

EXP 80 

AP 1 

ATTACKS 

Crush, Water, Bubble 
ITEMS 

Carried: Hi-Potion, Ore 
Won: Echo Screen, Ore 























































Gargoyle 


STATISTICS 
HP 6,977 

EXP 13,200 
AP 1 

ATTACKS 

Aerial Slash, Gradual Petrify, Break 
(petrify). Charge 

ITEMS 

Carried: Ether, Phoenix Pinion, Tent, 
Hi-Potion 



STATISTICS 
HP 8,000 

EXP 16,000 
AP 2 

ATTACKS 

Thundara, Blizzaga, Firaga, Rise 
ITEMS 

Carried: Ore, Soft, Tent 
Won: Amethyst, Phoenix Down 


Location Found: Ipsen’s Castle 
Notes: Try to kill the Agares before it 
gets raised 



Location Found: Ipsen’s Castle 
Notes: Weak against Water and 
Leviathan 


.COMMAHO~ 

tuck ' 
Eat 

Blu Mag 
| Item 


Thundara 

& p 4 


>v4 

4k 

.MAME...I. 

Zidane 

Vivi 

Dagger 

Quina 


•ATB. 

5299 103 -=a=r 

2^14 167 _ 

2879 238 
2366 161 ' 55 KS 5 


STATISTICS 
HP 6,977 

EXP 15,180 
AP 3 

ATTACKS 

Strike, Firaga, Flame 
ITEMS 

Carried: Ether, Tent, Ore 
Won: Opal 


Location Found: Ipsen’s Castle 
Notes: Weak against Soul Blade and 
Water 
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Veteran 


STATISTICS 
HP 6,972 

EXP 15,180 
AP 3 

ATTACKS 

Doom, Claw, Buster (stop) 

ITEMS 

Carried: Phoenix Pinion, Ether, Hi- 
Potion 

Won: Phoenix Down, Topaz 


Location Found: Ipsen’s Castle, Memoria 
Notes: Weak against Soul Blade 



Tonberry 


STATISTICS 
HP 8,000 

EXP 13,296 
AP 4 

ATTACKS 

Everyone’s Grudge, Knife (death) 
ITEMS 

Carried: Ether, Phoenix Pinion, 
Phoenix Down, Hi-Potion 
Won: Peridot 



Location Found: Ipsen’s Castle 
Notes: Attack with your most powerful 
magic attacks and don’t stop until they’re 




HP 20,000 

EXP 26,400 

AP 3 

ATTACKS 

Level 4 Holy, Bio, Horn 
ITEMS 

Carried: Ether, Phoenix Pinion, 
Antidote, Hi-Potion 
Won: Ether 


Location Found: Pandamonium 
Notes: None 




















































STATISTICS 
HP 9,567 

EXP 17,096 
AP 3 

ATTACKS 

Hypnotise, Absorb, Roulette 
ITEMS 

Carried: Phoenix Pinion, Vaccine, Hi- 
Potion 

Won: Vaccine, Phoenix Down 


STATISTICS 
HP 9569 

EXP 18,816 
AP 2 

ATTACKS 

Bio, Osmose, Blind, Reflect, Virus 
Powder 

ITEMS 

Carried: Vaccine, Echo Screen 
Won: Amethyst 


STATISTICS 
HP 3,727 

EXP 6,608 

AP 2 

ATTACKS 

Devil’s Bell (petrify), Thundara 
ITEMS 

Carried: Ethet, Phoenix Pinion, Hi- 
Potion, Soft 
Won: Soft 


Location Found: Gusty Valley 
Notes: None 


Hecteyes 


Ring Leader 


Location Found: Terra 
Notes: None 


Location Found: Terra 
Notes: None 


Abadon 


STATISTICS 
HP 20,000 

EXP 26,200 

AP 4 

ATTACKS 

Blade, High Winds, Thundaga, Virus 
Fly 

ITEMS 

Carried: Ether, Hi-Potion 
Won: Ether, Vaccine 


Location Found: Panemonium 
Notes: Weak against Silence 


Shell Dragon 


STATISTICS 
HP 20,000 

EXP 26,400 

AP 4 

ATTACKS 

Charge, Earthquake, Snort (remove), 
Smash (critical damage) 

ITEMS 

Carried: Elixir, Phoenix Down 
Won: Elixir, Topaz, Ore 


Location Found: Panemonium 
Notes: None 


Marlboro 


STATISTICS 
HP 11,687 

EXP 15,000 

AP 3 

ATTACKS 
Virus Tentacles 

ITEMS 

Carried: Vaccine, Ore 
Won: Ore 


Location Found: Panemonium 
Notes: Weak against Bad Breath 




















































Mover 


STATISTICS 
HP 9,999 

EXP 23,900 
AP 3 

ATTACKS 

Virus Combo, Firaga 
ITEMS 

Carried: Tent, Vaccine, Opal 
Won: Opal, Phoenix Down, Vaccine 


Location Found: Terra, Panemonium 
Notes: None 



Chimera 


STATISTICS 
HP 21,901 

EXP 42,800 

AP 4 

ATTACKS 

Firaga, Venom Breath, Virus Crunch 
ITEMS 

Carried: Remedy, Garnet, Vaccine 
Won: Phoenix Down 


Location Found: Memoria 
Notes: Weak against Bad Breath 




STATISTICS 
HP 20,000 

EXP 40,300 

AP 4 

ATTACKS 

Death, Stop, Doom, Snowstorm 
(freeze) 

ITEMS 

Carried: Hi-Potion 

Won: Hi-Potion, Lapis Lazuli 


Ash 


Location Found: Memoria 
Notes: None 



STATISTICS 
HP 21,217 

EXP 43,000 

AP 4 

ATTACKS 

Protect, Helm Divide, Fist 
ITEMS 

Carried: Phoenix Down 
Won: Sapphire, Phoenix Down 


Location Found: Memoria 

Notes: Weak against Blind and Silence 






STATISTICS 
HP 24,123 

EXP 53,000 

AP 4 

ATTACKS 

Heave, Strike, Meteor Counter 
ITEMS 

Carried: Phoenix Pinion 
Won: Phoenix Down 


Location Found: Memoria 
Notes: Weak against Bad Breath 




Zidane 4946 219 

Dagger 3*511 362 

Steiner 5262 187 

Ouina 38*59 300 




STATISTICS 
HP 21,906 

EXP 42,800 

AP 4 


ATTACKS 

Sting (poison), Erupt 


ITEMS 

Carried: Garnet, Tent 
Won: Elixir, Wing Edge 


Location Found: Memoria 
Notes: None 


























































































